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I - - This report describes^^n analysis of the segments and 

shows: of the first season ' s production of "Square O^ in terms of 

its elaborated goals^ it includes charts and graphs showing the 
treatment of objectives for the series' goals across the 75 shows of 
the series^ the goals of the series are:^l) to promote positive 
attitudes toward, and enthusiasm for ^mathematics; (2) to encourage 
the use and ai^licatipn of problem-solving processes; ahd_C3)_t6 
present sound mathematicalzLcntent^in ah_ihterestih 

meaningful manner. Almost 851 of the segments of the series addressed 
the first goal^by explicitly showing mathematics to be a powerful and 
widely applicable tool^ Hi th regard to the second goal, it was found 
that 77%-of the shows model the use of at least one problem-solving 
heuristic. More than 93% of the segments address the thirds goal by 
incorporating one or more of the series' seven mathematical areasA 
the document also provides a listing of the shbws^ with a complete 
specification of each segment's show number, cohtisht, format, length, 
context, and other information. (TR) 
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EXEeufivi: summary 



^^^?>,r?K^K^'^!^^^^° the mathematicai aSd pedagogical cbhtisSt 
of the 75 shows in SQUARE ONE TV's first season rslSttriS I-hi* 
content to the three goals of the selils. it alsrp^ovidd^f 
rundown of, the shows, with a complete specif icatibh If lalh 
IllSrrnioSr^"' fcnnat^^ength, clStI^t?^|^d 

The goals of the series are these: 

I. to promote positive attitudes toward, and 
enthusiasm for, mathematics; 

II. to encourage the use and, application 
of problem-solving processes; and 

III. to_preseet sound mathematical content in aii 

interesting, accessible, and meaningful manner. 

The report includes a detailed elaboration of the goals. 

SSofS^iJ=J°?i''=-- ^ "Bsthetically pieiilSg subject; Bt by 
'S^iSIcf^fhll.""" """"^^tooc.. uses, andWinv^nt^fby 

g ^ |i pmielTif ^^^^^^ 

extending to related problems, for example). 

fiifeliil^4p"^*" 93% of the segmehti address Goal III by 
?SSIS?r!-S^ °"^P "°''®.°*^« ««^ies' seven mathematical areas 
^nimbers and countingi arithmetic of rational numbell^ 

SllSticS'inSS^ relationsf^Hlifnatorics; 
^ Sw?^°^^*^^^3r^^*"** geometry) . Almost two-thirds 

intMi^^^??i* ^^^ ^^^ ^'^^^^^^i^^l topic thus reinforcing 
interrelations among mathematical concepts. "^^rcxng 
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- • - SQUARE ONE TV 

SEASON ONE eONflNT ANALYSIS AND SHOW RUNDOWNS 

This report describes the analysis of the segients and shows 6f 
the first season's production for SQUARE ONE TV in terms of its 
iiaborated goal statement (Appendix A) . it includes charts and 
graphs showing the treatment of objectives for the series' goals 
across the 75 shows of the series. Rundowns of the 75 shf^ws 
(Appendix B) include descriptions of each segment of each Jhov. 



THE^bAIS 



The series has three goals? 

I. tc3 promote positive attitudes toward, and 
enthusiasm for, mathematics; 

II. to encourage the use ahd_ application 
of problem-solving processes; and 

III. to present sound-mathematical content in ah 

interesting, accessible, and meaningful manner. 

Of the three goals. Goal I, the primary goal, is the most 
elusive. People respond to mathematical ideas if they see 
concepts linked to concrete situations, if the ideas appear 
beautiful and dynamic, or if they seem accessible to people with 
whom the Viewer can identify, m reviewed each segment in terms 
of these three motivational criteria. 

Goal II operates through segSehts that illUstrate problem-solving 
behavior and probleiS-sblvihg heuristics. Roughly speaking, there 
are three stages of problem-solving behavior: problem 
fdrmulatibh, problem treatment, and problem f6ii6w-Up. However, 
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prbbiem-sdlving is rarely linear or so simply Sesc^iiidi 
Instead^ a problsa solver moves among the three types of 
behavior, applying heuristics at each stage, for example > in 
representing a problem, in trahsforaing a problem, in looking for 
patterns or other pertinent infonaatidh, or in developing an 
alternative pdiht of view. Having produced 225 segments that 
eicplicitly pose a problem, we analyzed thiii- depiction of 
problem-solving behavior arid heuristics.^ 

Goal ill involves the presentation of a broad spectnim of 
mathematics* ih developing material for the series, we aimed to 
provide mathematics which had clear ties to schbdl curricula arid 
also mathematics which would exterid viewers' ichool experierice. 
The original Goal III bUtlirie served is a guide for production as 
the content departmerit developed assignments for writers, 
animators^ lyricists, and producers. 

After production, however, we reorgariized the Goal ill 

elaboration basing it on severi areas of mathematics: 

Numbers arid Count ingi ^ 
Arithmetic of Rational Numbers; 



Numerical Functions and Relatibris; 
Combinatorics and Counting Techriigues; 
Statistics and Probability; arid 
Geometry. 

We also reorganized the Sub-categbries soiewhat. The dariger in 
this, or any other, divisibri arid sub-divisiori is ari uriiriterided 
suggestion of artificial boundaries between areas rather than a 

l: InjaaUibo to the plieit prpWei-^lying MBmenti; 163 iegmeiiti ocempliiy thi Seeh«^ci of heuriitici te BfH.HfiH* 
Headache rt.tehe. um chart, and graph.. «,d Bl«A.tone c oniUtently vas oSjecti iu illuiS tionT^ — 
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reinforcement of cosmidhalty. in fact, itiahy segSihts deal with 
more than one area of matfiematics. 



THE SHOWS 



In terms of matteatical orgahizaticn, there are tw6 types of 
Shows: those with a particular mathe:natical emphasis and those 
^ich are based oh a variety of mathematical topics, a show is 
of the first type if there is a single t6pic which is the fbcus 
Of segments comprising about ohe-third of that show; thire are 44 
such Shows. For example. Show id6, with an emphasis on angles, 
includes a music video, Angle_Dance; a live-action film. Playing 
the_togie; an animation. Pong; and Mathnet: Mls^in^ r.o^v^ 
fi^, in Which the Mathnet team investigates the angle of 
rebound of a ball from a bilibbafd. 

The 31 remaining chows are essentially eclectic in their 
mathematical content. Howevir, 17 shows have a mini-emphasis: 
two or more segments on the same topic, but inning sighif idahtly 
Shorter than one-third of th^ .how. fth example of a show with a 
mini-emphasis Is show 151 which includes three short pieces 
dealing with pentominoes f£ersbn^n the 

Joke in the Bo x, a studio sketch; and Pentominoes. an animation) . 
Mini-emphases nay serve to support the mathematics of a show's 
Mathnet episode. A list of the shows with their particular 
emphases, if any, appears on page 3a. 
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First season production for SQUARE ONE TV yielded 684 
The seven segment fonnats Occur with the following frequehci 



es; 



Studio Sketch 219 

Animation ^ 126 

Mathnet Episode 35 

Song z; 35 

Game Show 31 

live Action Film 31 

Bumper' 207 

^otal 684 

Thirty-one segments have more thah one part, ail of which appear 
in the same show, although sepirated by other segments. 

we analyzed each of the 684 segments for its contribution in 
achieving each of the ieries- goals. Checking each segment 
against the goals' criteria involved more than 42,000 yes-or-ho 
decisions. The results of the analysis reside in out 
comprehensive computer databasi. This information will be 
particularly useful to co^are the content of SQUARE ONE TV with 
other resources in mathematics edUcatibh~f6r exaiple, scope^ahd- 
sequehce charts of mathematics textbook curricula. 

In reading the following description of the analyses, refer to 
the elaborated goal stat^ent in Appendix A and to page 5a, which 
duplidates the segment analysis sheet* 

2. A h^mSP i- • .hort ..go. bstwios iS|n»hti of i iho#. ExaSple. « N.w.room Intirninti, ihd WirmMi . 
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GOAL I ANAIflPSIS 



Because Soal I is attitudirial and S6tiv^ti5Rai, it is difficult 
to measure objectively. Our analysis recognizes only what is 
explicitly exhibited or expressed, not what the viewer may infer. 
Goal I has three criteria, we provide ah example in what follows 
for each criterion, even though the example 6ited may satisfy 
other criteria as well. For example. Callous; Th^ survey links 
mathematics to a concrete situatioR when J. B. and his fiiily 
quiz a representative sample of people in Grasshopper Gulch and 
create a circle graph to interpret their data, (cbded lA, 
Mathematics as powerful and applicable.) jadd^^ ws Different; 
Stainless Forks depicts the power of a mitheiatical idea when 
Daddy is literally knocked out by the amount of money gerxerated 
in a month by doubling every day after starting with a penny. 
(Coded IB.) Similarly, the graphics of The Ihfinit^s»»^ suggest 
the beauty of mathematics. (Coded li.) ebdihg for the third 
category under Goal I recognizes some character who is a non- 
specialist, non-expert, non-teacher figure, non-super person, 
that is, an ordinary person inventing or initiating some piece of 
mathematics. In I Love Lupy: Elephant, Lupy and Gretl estimate 
how many elephants could fit in the living room. (Coded ic. ) 

Alph and Throckmorton in Th^ Phoney- ..^ sketches are also 

representatives of non-specialists. However, this description 
clearly excludes Blackstone, Common-Multiple Man, and the 
Forestry sketches. 
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D. PROBLEn FDLLQW-UP 
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SOftIi II AMftLTFSIS 



The seginents analyzed for Goal II were th5ie which explicitly 
present a problem for solution within the segment. For the 225 
segments that meet this criterion, the analysis requires that the 
probiem-solving behavior or application of heuristics be explicit 
in the sketch. 

in formulating a problem, a character Sight explicitly recognize 
or state a problem as in Calioua^andy Box. (e6ded IIAI.) A 
Character might also assess the value of solving a problem as di^ 
£«Py in J. Love Lupy ; McorirP. (Coded iiA2.) And characters 
might assess the possibility of solving the problem at hand as in 
Sinbad and the Twe nty C oins . (Coded ilA3;) 

Ih treating a problem, a character Sight recall information 
explicitly presented earlier in the .ketch as ih Appliance Pulf. 
(Coded IIBI.) Estimation and approximation both appear in 
solving the problem in Cartablanca. (Coded IIB2.) Measuring, 

gathering data, and checking resources appear ih various episodes 

of Mathnet. (Coded IIB3.) 

Sftroctaiorton perforins ah interesting calculation in The 
j honeymooners: Hot^^h^ w.n , while Bobo manipulates objects 
to solve th^ problem of Bobols.eiie525. (Coded iib4.) i^t's Do 
a_Deal shows characters considering probabilities on the way to a 
solution. (Coded IIB5.) In Koatrak, characters use trial-ahd- 
error or guess-ahd-check to apprbac^i their problem. (Coded 
IIB6.) 
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««ir p„.x,„.. ese set « H.^.i^tic. Seal. „it« p..«e. 
representation. e^aspl,, P.anic ,,,3 , ^^^^ 
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.sea a ,aa..t-a .un.tio. ....in...,, c^i^^^i^Oii^. 
c<^ea „cx.., „e a,3o . .s.^t in Fi,ini,^~^;- 

eaiories (Coded Iicid) , while Ma,.e>s««ni= 

- ^' Marshmallow uses objects in Wooden 
Bars (Coded Iicie) . ~ 

In trahsforaing a probiei, a character ™^^H*. ' 

, ::: cnaracter might reword or clarify 

t ' " "'^^^-"^'^ IS«»Ma^. (,,aea 

or »u.-p„.xe.., ae aia tH. ,i.x in t.. ani„atio. eat^^' 
Kibble. (Coded IIC2c.) 
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li^ ceoaea xxcaa, , xoo.in. ... ,i..,,, 
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Bosks. (Coj^ea lIDl. j Some segments involve a character wfi5 notes 
that an answer is not reasonalsle and returns either to formulate 
another prbfilem 5r use another approach, as in star Truck Bland 
Stand. Having found a solution, a character might look for 
another one, as in Hathvomah and Rob e rt, the Boy Number (ebded 
1102) or look for alternative ways to solve the problem, as ih 
^^^^Y' — The New Cape Saoe^ (Coded 1103} , or look for a related 
problem, as in M ulti-Gloves (Coded 1104) . 

GQkh til ANALYSIS 

Each of the seven areas of mathematics listed for Goal iii is 
further divided as shown in the goal elaboration in Appehdix A. 
Sub^categories are convenient to analyze the mathematical content 
of the segments. However, as we indicated earlier, they should 
hot suggest any attempt to segregate mathematical ideas* in 
fact, many segments involve problems which cut across several 
areas. 

The show rundowns in Appendix B include the three goal analysts 
for each segment. Consequently, one ^ah find examples of each of 
the Goal III topi«3s in the rundowns. 

in our initial analysis of the segments, we attempted to 
distinguish between primary and secondary sub-6ategory treatment, 
if anyi We abandoned the distinction because in many eases it 
was difficult to make a clear case of primal ity* M6ri5ver, to 
some escteht, the mathematical content is a function of the 
viewer's experience and perception, fbi ii^^iple, to a less 
Sophisticated viewer, But Who's Counting? may appear as a game 
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primarily involving place value, whili a more experienced Viewer 
may concentrate on its probabilistic aspects. 



FURTHER ANAEYSiS 



Several pedagogical concerns fall oiatiide the elaboration of the 
series' goals, but are important both as a summary of the Content 
of the first season and as a guide to future production. 

calculator or computer use . These important tools are 
increasingly prevalent in the culture as Well as in education. 
Mathematics educators are justly concerned about their 
appropriate use and ihcbrpbration into instruction. How to uie 
them is not a specific concern of the serie ; characters use them 
when it is natural and appropriate. We noted each instance of 
calculator or computer use in the series, is in Million Dollar 
Giveaway or Bureau of Missing Nu^ers . 

yiewer participation. Oni learns mathematics by doing it. The 
series provides explicit invitations for direct participation, as 
in the game show But Who's Countiht^?. ±n which viewers are 
encouraged to play along, ether ie^ents leave vnariswered 
questions for consideration during intervening segments ai. in the 
Museum sequence or after the show as in Hathwomah and Robert, the 
Boy Number. We separately tallied segments that invite 
participation or leave unanswered questions. 

Exhibiting mistakes. Mistakes can be instructive. They are 
inevitably part of problem solving and learning. Modeling 
appropriate behavior in the face of errors or mistakes is part of 
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the design of the series. We counted all segments in which a 
character matees a mistake arid corrects it, such as Whither- 
Weath er and cosmic Carraets . 



TALLIES 

Season ©he comprises 75 shows with 765 segments, counting 
repeated segments. The seven segment formats occur with the 
following frequencies: 

Studio Sketch 223 

Animation 100 

Hathnet Episode 75 

Song _ 80 

€ame show 28 

Live Action Film 37 

Btunper 222 

Total 765 

The charts and graphs beloVr relate the treatment of the 
Objectives arid categories of the goals across thi 765 segments. 

^e length of a segment is riot necessarily a measure of its 
mathematical or pedagogical sigriif i^ance. Longer sketches 
needing time for character or plot development may, in fact, be 
less tightly focused on a mathematical point than a brief 
animation. Moreover, longer sketches with richer problems ihay 
involve several areas of mathematics, it is not clear how one 
should appbrtibri time across content. 

Bumpers are typically nbt cbdable arid so are excluded from 
consideration in the talliess. Their exclusion leaves a base of 
543 Segments for arialysis; 
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GOAIj I TA T.T.T^S : 



Of the 543 codable segments, ^61 (85%) satisfy one or more of 
criteria for Soai I. The Venn diagrams below show the 
distribution in detail. 

Raw numbers: 



lA: Powerful 




15. Beoytifu) 



IE. Doable 



Percentages : 



lA. Powerful 




IB. Beautiful 



IC. Doable 
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GOAL II TALLIES 



Of Ifee 543 codable segments, 274 are prbblen-solving segments, 
that is, they explicitly present a problem for solution within 
the segment, tlie diagram below, which is intended to recall the 
relations among the four aspects of problem solving, shows the 
percentage of segments Which addreii each of the f 6ur principal 
Soal II objectives. Note that segments may meet more than one 
objective. 



*. Prdiilmt Porinubtlen 



979 



8. PrA^ rrMtmmt 
9S% 



I 



C. Hfuriitlos 



77% 



The matrix below records the number of segments that meet each 
sub-Objective. For example, 268 segments meet sub^objective Al 
tze and state a problem) . 

Subsection 

Objeciivw i 2 i 5 S ^ 

A. Fornwifltion 266 (97j|) 74 (27JI) 38 , - - 

B. rreltmefil 93 (»«) 56 (201) tf3 Mill) tM (6li) 2419%) 43 {\6%) 

C. Hwistics 176 (62JI) 115 « (i7S) 73 (2611) 

D. Follow-flp 103 (37«) 32 l\2i) i4 (5*) 18 (7J|) - - 
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GOAL III TAtHBS 



In addition to the 543 segments codable against the first two 
goals, 17 bumpers carry mathematical content independent of their 
surrounding segments. Thus the base for Soal III analysis of the 
shows consists of 560 secrments. The bar graph below shows the 
distribution of Goal III coding across the ieven mathematical 
categories listed under Goal III. Note that many segments 
involve more than one area of mathematics and hence the 
percentages add to more than one hundred. 




The matrix below tallies the htimber of segments coded that 
involve each Sub^category of the seven mathematical areas. 
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Mathenatical Diversity. Hany segments incorporate more than one 
area of mathematics. fhe graph below shows the mathematical 
diversity of the 566 segments coded for Goal ill by reporting the 
number Of multipiy-aoded segments according to multiplicities. 
For example, loo segments involve mathematics of exactly three 
sub-categories. of the total, 339 (61%) involve two or more 
areas of mathematics i 



200 



150 

Number 

of 

Si>gm#ht$ ^ QQ 



50 



200 




0 12 3 4 

Nuribtr of Goal IllSubcattgor^s Codtd 
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TALLIES OF^lH%.fHER ANALYSIS 

The table below shows the number of the 543 segments that ihvblve 
the several pedagbgiciai techniques discussed above. 



Calculator use 


24 


4% 


Cbmptiter use 


37 


7% 


Invitation for direct 
viewer participation 


97 


18% 


Unanswered questions 


58 


11% 


Errors ejchibited 


179 


3 3? 



SUMMARY 



This report has presented a complete analysii of the mathematical 
and pedagogical content of the 75 shbwi in SQUARE ONE TV's first 
season, relating that content tb the three goals of the series; 
to promote pbsitive attitudes toward, and enthusiasm for, 
matheiaatics; to encourage the use and application of prbblein- 
sblving processes; and tb present ibund Mathematical content in 
an interesting, accessible, and meaningful manner. 

Goal_i. Aimbst 85% of the segments bf the series address Goal i 
by explicitly showing mathematics tb be a pbwerful and widely 
applicable tool or an aesthetically pleasing subject, or by 
showing that it can be uhderstbbd, used, and even invented, by 
non-specialists* 

Gbai_ii. Of the 272 problem^sblvihg segments that appear in thi 
course of the 75 shbws, virtually ail address Gbai ll by 
ea^licitly illustrating the fbirmulation or treatment of problems. 

- 15 - 
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Moredver> some 77* m5del the use of at leaist one probiem-soiving 
heuristic, -aSd aliost one^haif iriddrporate the Important stage 5f 
proSiem follow-up (by looking for Alternative solutions or 
extending to related problems, for example) . 

Goal_Ill- More than 93% of the segments address Goal ill by 
incorporating one or more of the series' seven mathematical areas 
(numbers and counting; arithmetic of rational numbers; 
measurement; numerical fuhctichs and relations; combinatorics; 
statistics and probability; and geometry) . Almost tw6-thirds 
involve more than one Mathematical topic, thus reinforcing the 
interrelations among mathematical concepts. 



ERIC 
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APPENDIX A 
SQUARE ONE TV 
COMPLETE STATEMENT OF SOALS 



ERIC 
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SQUARE ONE TELEVISl6N--EiAB0RftTidN Of GOALS 

GOAL I. |o pirdinote positive attitudes toward, and enthusiast 
rdr^ mathematics by showing: 

A. Hathematics_is a-^powerful and widely applicable tool 
useful to_soive problems, to illustrate concepts, 
and to increase efficiency. 

B. Mathematics is beautiful and aesthetically pleasing ^ 

e. Mathematics^ can be understood, used, and even invented, 
i:^ non-specialists. 

GOAL II. To encourage the use^and application of probiem-iblving 
processes by modelings ^ 

A. Problem Foraulation 

1. Recognize and state a prbblpm. 

2. Assess the Value of solving a problem. 

Z, Assess the possibility of solving a problem. 

B. Problem Treatment 

1. Recall information. 

2. Estimate or approximate. 

3. Measure, gather data or check resources. 

4. Calculate 6r manipulate (mentally or physicallyj . 

5. Consider probabilities. 

6. Use trial -ahd-errbr or guess-ahd-check. 

C. Problem-Solving Heuristics 

1. Represent^probiem; scale model, drawing, map; 
pictures ^diagram, gadget; table, chart; graph; 
use object, act out. ^ f ' 

2. Transform problem: reword, clarify; simplify; 
find subgoals^ subprbblems, .work backwards. 

3. Look for: patterns; missing information; 
distinctions in kind of J.nformatibh 
(pertinent or extraneous) . 

4i Reapproach problem? ehahge_pbint of view, 

reevaluate assumptions; generate new hypotheses. 
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b; Projsiem Folidw-up 



1. Discuss-reasonableness of results and 
precision of results. 

2. took for alternative solutions. 

3i Look for alternative ways to solve. 

4. Look for, or extend to, related probleins. 

GOAL III. To present-sound mathematica 

interesting^: accessible, and meaningful nanher 
by exploring: 

Ai Numbers and Counting 

1. Whole numbers. 

2. Numeration; role and meaning of digits in whole 
numbers (place value); Roman numerals; palindromes; 
other bases. 

^' ^SJ^^^^ nailers v interpretations^of fractions as 
numbers, ratios, parts of a whole or of a set. 

4. Decimal notation: role and leaning of digits in 
decimal numeration. ^ n 

5. Percents: uses; link to decimals and fractions. 

6. Negative numbers: uses; relation to subtraction. 
B. Arithmetic of Rational Nulnbers 

^ * 1^?!? f f eratiohs i^^addition, subtraction, division, 
multiplication, exponentiation; when and how to use 
operations « 

2. Structure: priSes, factors, and multiples. 

3 . Number _ theory:: modular arithmetic (including 
parity); Diophantine equations; Fibonacci sequence; 
Pascal's triangle. ^ 

4. Approximation: -rounding; bounds; approximate 
calculation; interpolation and extrapolation; 
estimation. - 

5. ptios:: use^of^ ratios, rates, ind prbportions; 
relation to division; golden section. 



- 2 T 
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C. Heasureneht 

ii Units: systeas: (English > i^tric, non-standard); 
importance of standard tahits. 

2. Spatial: length, area, volume, perimeter, and 
surface area. 

3. Approximate nature: exact versus approximate, 
t^e^^ counting versus measuring; calculation with 
approximations; margin of error; propagation 

of error? estimation. 

4. Additivity. 

b. Numerical Functions and Relations 

^* Si^Jf°?f order, inequalities, subset relations, 
additivity, infinite sets. 

2. Functions: linear, quadratic, escpohehtial ; rules, 
patterns . ' 

^' J^^^?°=?^°^"^^^ manipulation, 

guess-and-test) ; missing addend and 

factor; relation to construction of numbers. 

4. Fbnnulasi interpretation and evaluation; algebra 
as generalized arithmetic. y "i^a 

E. Cbmbihatorics and Counting Tecl niques 

1. Multiplication principle and decomposition. 

2. Pigeonhole principle. 

3. Systematic enumeration of cases. 

F. Statistics and Probability 

1. Basic quantification: counting; representation by 
rational numbers. ^ 

2. Derived measures: average, median, range; 

3. Gbncepts: independence, correlation; "Law of 
Averages . 

4. Prediction: relation to probability. 

5. Data processing: collection and analysis. 

6. Data presentation: graphs, charts, tables; 
construction and interpretation. 



ERIC 
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G . Geometry 



ii Dimensionality: one, two, three, and four- 
dimensions. 



2. Rigid transformations^ transformations in two and 
three dimensibnar rotations, reflections > and 
translations ; symmetry . 

3 . Tessellations: covering the plane and bounded 
regions; kaleidoscopes; role of symmetry; 
other surfaces. 



4. Maps ai5d models in scale: application of ratios. 

5. Perspective: rudiments of drawing in perspective* 
representation of three-dimensional objects 

in two dimensions. 

6. Geometrical objects: recognition; relati6ns among; 
constructions; patterns. 

7. Topological mappings and properties: invariants. 



ERIC 
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APPENDIX B 
SQUARE ONE TV 
SEASON ONE RUNDOVJNS 



Reading the Show Rundowns 



The following show rundowns are organized by weeks> i-i5. fhe 
entries include descriptive data from the production data base. 
Line one: 

Show number— the first digit signifies season bne; 
Item_number— the serial nuinber of the segment in its show; 

Production number--unigue to each segment ; 
Length — the running time of the segment. 

Line two: 

Brief descriptibh--ihcluded for all but bumpersM 
Item format — a three-letter code: 

ANI animation 

BGM bvimper 

GAM game show 

LAF live-act ion film 

NET Hathpet episode 

PRR continuation of a multi-part segment 

SON song 

STU studio sketch 

Last line: _ _ 

Goal I classification ; 
Goal II classification; 
Goal ill classifications 

Problem-solving ndtatibh--R stands for "yes". 

I^SF^S** On the first page of the rundowns, for week one, we 
TnfiAiJS'' S'^S 12^'*;^?^° 2, a song CSONJ entitled 

iS^^i^U^ ^ith.its brief description. Goal I coding of "B 

tt',, 2? "Dl Bl". It does not admit Goal 

Kglent?' because it does not qualify as a problem-solving 

Note: "-0-" signifies either that a brief description is not 
necessary or that the segment does not address a particular goal. 
The goal content bf continual;ions of multi-part se^ents (PAR) is 
ordinarily coded under the first part. Hence the goal 
classifications for Segments marked "PAR" are "-0-". 

1; * bOinger ii » Mgue between iegmenti of a ihow, i ueh u a Newiroom interrupt-. 
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SQUARE ONE TV: WEEK 

- 1 SHeW OPEN 15950 

-0- 

GOAL i:-0- GOAL 2:-0- GOAL 3:-0- 

- 2 INFINITy (SONS)___ 10230 

The song introduces the idea that there is hb largest 
hiimber^ The graphics suggest several infinite 
cbl lections to support the song. 

GOAL 1:B C GOAL 2:-0- gqaL 3 : D1 B1 

3 (INFINITY) NEWSROOM INTERRUPT 16620 

-0- 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

4 MATHMAN: MULTIPLES OF 3 15630 

Mathman plays a video game in which he must eat only 
multiples of 3. 

GOAL l:C GOAL 2:-0- GOAL 3:B2 

5 PHONER: THE ANSWER IS THREE 15970 

Arthur^has a one-sided telephone conversation in 
which he chooser a nuiabe-: and performs a series of 
operations that always give him the answer of 3. 

GOAL l:A C GOAL 2:-0- GOAL 3:D2 Bl 

6 INFINITY REPRISE: 1 10231 

-0- 

GOAL l:-0- GOAL 2:-C- GOAL 3:-0- 

7 BATTLE OF THE BULGE CATERERS: SANDWieHES 11460 

The Battle of the Bulge Catering Company must make 
more than 11 different sandwich combinations from two 
meats and three cheeses. The problem introduces the 
multiplication principle from combinatorics 

GOAL 1:A e GOAL 2:A1 A2 A3 B6 Dl GOAL 3: El D2 

Cle G2e e4a 



30 



: SQUARE ONE TV: WEEK i 

' ioi- 8 OOPS! SUBI^e^fON 300 - 163 16616 j^.jy 

A confused engineer makes a 'bdrrbwirig' iiiistake in a STU 
sttbtractioh problem and causes a stoek-fbotage plane 
crash* 



GOAL l:A GOAL 2:A1 A2 B4 GOAL 3:A2 Bl 

101- 9 (INFINITY: 2) NEWSROOM INTERRUPT 16621 
- 0- 

GOAL l:-0- SOAL 2:-b- GOAL 3:-0- 

101-10 (PERFECT SQUARES INTRO) I.:OGO 16^70 
-0- 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

101-11 PERFECT SQUARES _ _ 13140 

A blues band sings about square numbers and 
graphically suggests their connection to geometry. 

GOAL i:A e GOAL 2:-0^ GOAL 3:B2 Bl 



:02 
BUM 

(-) 



= :03- 
BUM 



3:25 
SOl^ 



(X) 
1:59 



101-12 BUREAU OF MISSING NUHBERS- 14^ 15930 i- 

?erry Ryan^ an FBI^type^ takes information pertaining sTU 
to the number 14^and inputs this information into he? 
computer. These characteristics include factors 
whether or not it is prime or square, etc. 

GOAL i:A GOAL 2:A1 B3 B4 e2c GOAL 3 : B2 Bl 

101-13 INFINITY REPRISE: 2 i0232 

GOAL 1:^0- GOAL 2:-0- GOAL 3 : -0- 

101^14 MATl^ETii^OBLEM OF THE MISSING HONKEY-l ^ 11031 

The Mathnetters investigate a series of burglaries 
allegedly committed by a monkey that escaped from the 
zoo. 

GOAL l:C GOAL 2:A1 A2 B2 B3 C4a GOAL 3:03 Dl 

C4b 



:02 
BUM 

(-) 



8: 05 
NET 



(R) 
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I 101-15 iNFIMITY REPRISE: 3 

^ -b- 



SQUARE QNE TV: WEEK 1 



GOAL l:-0- GOAL 2:-0- 



102- 1 SHOW OPEN 
-0- 



SOAL l:-o- GOAL 2:-0- 



10233 
GOAL 3:^0- 

15950 
GOAL 3:-d- 



I 



102- 3 (BLANDSTAND) NEWSROOM INTERRUPT: 18 
GOAL l:-0- GOhL 2:~0- 



13131 



GOAL 3:-0- 



102- 4 RAPPIN' JUDGE 

A judge raps his decision that a girl oh rikat^hn^v-^ 

only going 3 miles per hour. 



:b3 
BUM 

(-) 



:46 

BUM 



7:34 
STU 



102- 2 STAR TRUCK BLANDSTAND - - ,3,30 

themselves contestants on a 
game show^ rating songs. The sbna with th^ 

average score, wi^s. chalalifi^lear^ ?hK^an 

average cn't be higher than the highest scb?e. 

GOAL l:A C GOAL 2:Ai,A2 B4 Dl D2 GOAL 3:F5 F6 F2 (R) 



:12 
BUM 

(-) 



2:40 
STU 



GOAL l:A e 



GOAL 2:A1^B1 B3 B4 Dl GOAL 3:B5 02 Bl (R) 



102- 5 (BLAOKSTONE) LEAD-IN £ TAG 
-0- 



GOAL l:-o- 



GOAL 2:-0- 



15540 



GOAL 3:-0- 



102- 6 BLASKSTOHEi DIME, PENNY, NieKEL 15537 

^^rS^-?"® ®^ * fundamental property of Iven and 
a^^and^'Shi^f |«entify^Whiih hani holds 

t?fck His follow-up 

trick depends on psychology— not mathematics. 



GOAL l:-0- 



GOAL 2:-0- 



GOAL 3:B3 Bl 



:09 
BUM 

(-) 



2:04 
STU 



(X) 
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102- 7 (NINES INTRO) £060 
-0- 

SOAt, i:-b- 



GOAL 2:-6- 



SQUARE ONE TV: WEEK 1 
17530 

GOAL 3:-d- 



:08 
BUM 



102- 8 NINES 15370 

The cast sings a country music tune escpressing the 
idea that the sxim of the digits of any multiple of 9 
always add up to 9 or a multiple of 9. 



GOAL 1:B C 



GOAL 2:-b- 



2:34 
SON 



GOAL 3:32 D2 Bl (X) 



102- 9 WARNING 5 (UNDERSTAND KIND OF SOLUTIONS) 17585 
-0- 



GbAL l:-0- 



GOAL 2:-0- 



GOAL 3:-0- 



:09 
BUM 

(-) 



102-10 MAP, THE : 14050 

An Older boy and his little brother use a map scale 
to estimate distance and travel time. 



GOAL 1:A e 



I 



1:27 
LAF 



GOAL 2iAl A3 B2 B3 B4 GOAL 3:G4 C3 Bl (R) 
Dl Cla ^ ' 



102-11 MATHNET: PROBLEM OF THE HISSlNG^MONKEY-2 11032 9 MO 

^n^their continued search for^ a missing monkey^ the net 
Mathnetters come across information presented in a 
circle graph and use a map and compass to estimate 
the approximate location of the gorilla. 

GOAL i:A C GOAL 2:A1 Bl B2 B3 B4 GOAL 3:G4 C3 Bl IR\ 

B5 Cla El 



103- 1 SHOW OPEN 
-6- 



GOAL l:-0- 



GOAL 2:-0- 



15520 
GOAL 3:-0- 



:46 
BUM 

(-) 
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SQUARE ONE TV: WEEK 1 



I 103- 2 SPABE^PARADE: IN SiSARCH OF YUCCA PHGK ^i. 15901 -2-45 
r Spade Parade taices: on the ease of Vanessa Van STU 

Vandervan who has hired 3 consultants to tell her the 
route to the Yucca Puck, she doesn't know which one 
tells the truth, which lies, and which does both 



GOAL i;A C GbAE 2:A1 A2 A3 Bl B3 GOAL 3:E3 

02 cla cie C3b 



GOAL l:C GOAL 2--0- qqaL 3:A4 01 



G3AL l:-0- GOAL 2:-0- GOAL 3:-0- 

103- 5 LESS THAN ZERO ^ 14150 

This sbhg_presents a diving, dance, skating, and 
hammer-throw competition to show arithmetic 
realizations of negative numbers. 

GOAL l:C GOAL 2:-0- GOAL 3:A6 Dl 



GOAL l:-e- GOAL 2:-0- GOAL 3 : -0- 

103- 7 BUT WHOiS COUNTING: 1 12111 

Contestants, arrange five randomly chosen digits in ah 
attempt to fonr the^ smallest possible 5 digit number. 
To play, they must apply some knowledge of place 
value and probability. ^ 

GOAL 1:A C GOAL 2:A1 B4 D2 Clb C2c GOAL 3:A2 bl F4 



103- 3 HATl^i^bEeiMALS LESS THAN .5: 15690 I-ig 

Mathman plays a video game in which he must eat onlv ANi 
decimal fractions less than .5. 



(Xj 



103- 4 SPADE PARADE:^lN^SEAReE^ OF YUCCA PUCK -2 15902 2*32 
Spade Parade solves the case by asking several par 
questions to sort out a declared liar, a 
truth-teller, and a third who sometimes tells the 
truth and sometimes lies. 



(-) 



2:05 
SON 



(X) 



103- 6 (GAM? SHOW) LEAD IN 17260 : 08 



BUM 



5:48 
GAM 




103- 8 DATA HEADACHE II 



SQUARE ONE TV: WEEK 1 
14312 



A cab driver uses a pie chart to organize his 
business expenses and rid himself of a data headache. 



GOAE i:A 



103- 9 V6: HOW MUCH LEFT 

-b- 

GOAL l:-0- 



60AL 2:-0- 



GOAt 2:-0- 



SOAE 3:F6 

37293 
GOAL 3:-0- 



GbAL 1:A C GOAL 2:-0- 



103-11 WARNING 3 (REMAIN CALM) 
-0- 



GOAL l:-0- 



GbAL 2:-0- 



GOAL 3: CI 

17583 
GOAL 3:-0- 



103-12 MATffllETi PROBLEM OF THE MISSING M0NpY^3 ^ 11033 

The Ma thnetters continue looking- for the monkey , 
measuring the distance between footprints and using a 
map to figure distance, rate, and time. 



GOAL I. -A C 



GOAL 2:A1 Bl B2 B3 B4 GOAL 3:S4 B5 
Cla C4a 



1:32 
STU 



(X) 



;06 



SUM 
(-) 



103-10 YOU, CAN COUNT ON IT^ IgggO l.gg 

This song presents various ways that math shows up in son 
the world. ^ 



(X) 



.'12 
BUM 

(-) 



8:18 
NET 



104- 1 SHOW OPEN 
-CD- 



GOAL l:-0- 



GOAL 2:-0- 



104- 2 (TONY AND l-HE TOGAS INTRO) LOGO 
-0- 



G0AL l:-b- 



GOAL 2:-0- 



15950 
GOAL 3:-0- 

17520 
GOAL 3:-0- 



:46 
BUM 

(-) 

:05 



BUM 
(-) 
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r SQUARE ONE TV: WEtK 1 

f 104- 3 TONY AND THE TOGAS ^ ^ 12180 6- "5 

J^P^oer^iciah singer finds himself recording a song in SOn'' 
Rome and learns about Roman numerals in the process. 

GOAt l:-0- GOAL 2:-0^ GOAL 3:A2 



104- 4 OOPS 1 RULER 16780 

?^??«^l^r?^°^^"°w^'' causes a great accident when he STU 
fails to line up his ruler properly. 

GOAL l:A GOAL 2:A1 A2 B3 Dl GOAL 3:02 



GOAL l:A C GOAL 2:A1 B3 B4 Dl D4 GOAL 3:G4 C2 

eia e2a C2b C3b 
e4a 

10 4- 6 LOGONS GENERle (LtJISA) 17370 

GOAL i:-0- GOAL 2:-0- GOAL 3:-e- 



104- 8 COMIC: SHRUNKEN TOOTHBRUSH 13510 

believes that the entire scale of 
the world^has Been.altered when, he unJcno- . -^gly stiSks 
his head into his daughter's dollhouse. s^iCKs 

GOAL l:-0- GOAL 2:A1 A3 Dl GOAL 3:G4 B5 



m 

l:il 



(R) 



104- 5 WRONG BUILDING _ iniO 

Frank Loyd Wrong , the architect , ignores the "* ' ^ ^' 

importance of proper scaling in planning and 
constructing a building. y 



STU 



(R) 

:07 
BUM 

(-) 
3:39 



104- 7 SHOEMAKER S ELVES ^ llggg 

A shoemaker wants to sue his elves for failing to stu 

a"i?f Slif %P^'^ °' ^ P^^" correctly. insLad of 
a 1.2 ratio, they use a 2:1 ratio. 

GOAL i:A e GOAL 2:A1 A2 A3 B4 Dl GOAL 3:G4 B5 A3 fR) 

Cla eie e2a C4a 



2:29 
STU 



(R) 



ERIC 
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SQUARE ONE TV: WEEK 1 

p 104- 9 MftfHNET:l>k0BLEM OF THE Hi.SSlNe^M0NKEY-4 ii034 8^17 

The Mathnetter's recognize that, sometimes ^ one must UEi 
look at a problem from a^different point of view — 
and _ so hypothesize that they are searching for a 
gorilla and a man in a monkey suit. 



GOAL l:e GOAL 2:A1 Bl B3 Cla GSa GOAL 3:-0- 

C4a C4b 



105- 1 SHOW OPEN icQcn 

-0- 15950 .46 

BUM 



GOAL l:-0- GOAL2:-0- G0AL3:-0- 



■_T'?**' ^ _____ ___ 1538 Q 

This glitzy song expresses the relations among sON 



105- 2 PRIME TIME PROGBA^ING pETING 12040 3-58 

A group of television executives meet to discuss next STU 
season^s programs - whose titles must contain only 
prime numbers. ^ 

GOAL i:e GOAL 2:-0- GOAL 3:82 (X) 

105- 3 PERCENTS 
r This 

I percents^ fractions^ and'decimals" 

GOAL lik e GOAL 2:-0- SOAL 3:A5 A3 A4 (X) 

105- 4 SODA^SHOPPE,, ^g^O^ . 

Two customers use an easy way to compute a ten tip 
percent^tip, which they then round up to the nearest 
zbu cents* 

GOAL l:A C GOAL 2:A1 A2 B2 B4 SOAL 3:A5 A4 B4 (R) 

105^ 5 VO: STOP COMPLAININiS (ANS.) 17314 . 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



BUM 



105- 6 TROUT ON YOUR HEAD 14010 l^ ln 

This commercial uses a horizontal bar graph to STU 
;||^f ^^^^^^l^^^^^^*' cjuacks sampled suggest putting a 
trout on one's head as a headache remedy. 



GOAL 1:A C GOAL 2:A1 B3 Dl Cld GOAL 3:F6 A5 



(R) 
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SigUARE ONE TV: WEEK 1 

I 105- 7 BUTWHO^S COUNTING: 2 12112 

Contestants arrange six randomly chosen digits in aS 
atteapt to fc5rin_two^3-digit numbers with the largest 
possible sum. TO pi aj, they must apply some knowledge 
of place value and probability. 

GOAL 1:A C GOAL 2:A1 B4 B5 Dl D2 GOAL 3:A2 Dl F4 

Clb G2C 

105- 8 (VER| NICE) NEWSROOM INTERRUPT:26 14551 

GOAL l:-0- GOAL 2:-0- GOAL 3:-b- 

105- 9 MATHNETiPROBLEM OF THE MISSING HONKEY-S 11035 
George climbs atop the, Hollywood sign, and the 
Mathnetters successfully solve the problem of the 
missing monlcey — putting both the gorilla and the 
thief behind bars. 

GOAL l:-0- GOAL 2:A1 Bl Dl C4a GOAL 3:-0- 



6:54 
GAM 



:19 
BUM 



10:01 
NET 



(R) 



I 
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I 



ide- i SHOW OPEN 

-d- 



GOAL l:-o- 



(3bAL 2:-d- 



SQUARE ONE TV: WEEK 2 
15950 

GOAL 3:-e- 



106- 2 ROBIN Hbbb ncin 

Rotoin Hood competes In ah archery contest that aiibws 
6 arrows to get the highest odd score, with a tnraet 
containing only odd zones, Robin has his last arrow 
miss the target to ensure an odd score. 



GOAL l:A C 



GOAL 2:A1 A2 A3 B4 Dl GOAL 3:33 Bl 
Cle C2a C2c C4a 



:46 
BUM 



6:08 

STU 



106- 3 CABOT- &MARSHMALLOW: HEY CABOT 14 6? 6 

Cabot offers to pay Harshmal low nothing for 5 days to 
repay a 5 dollar bet before Marshamllow recognizes 
that zero times any number is zero. 



GOAL l:-o- 



GOAL 2:A1 B3 B4 Dl D2 
C2a 



GOAL 3:Bi 



1:45 
STU 



) 106- 4 PERSON ON^fHE STREET: ^DODECAHEDRON 



13002 



The Person on the Street Ihterviiwer asks a variety 
of people what a dodecahedron is. 



GOAL l:C 



GOAL 2:-0- 



GOAL 3:66 



106- 5 DANCE OF THE^GEO SHAPES : DODECAHEDRON 13606 
Computer graphics illustrate and highlight a 
dodecahedron as it rotates in space. 



GOAL 1:B 



GOAL 2:-0- 



106- 6 (BUT WHO'S COUNTING T.S.) LOGO 
-0- 



GOAL l:-0- 



GOAL 2:-0- 



GOAL 3:G6 61 

17540 
GOAL 3s-0- 



1:15 
LAF 



(X) 



:20 
ANi 



(X) 



:07 
BUM 



3B 

ERIC 



^ SQUARE ONE TV: WEEK 2 

W 1Q6- 7 3Uf rao*S COimTI^^ 10150 5-i7 

Cpntestants arrange five randomly chosen digits in ah GAH 
|t:tempt tO; form the_ largest possible 5 digit number. 
To play, they must apply some knowledge of place 
value and probability. f « 

GOhh 1:A e GOAL 2:A1 B4 D2 Cib e2c SOAL 3:A2 Dl F4 (R) 



106- 8 DiSeLAIMER: ANGLES 10911 

GOAL l:-6^ GOAL 2:-0- GOAL 3:G6 

106- 9 ANGI^ DANCE _ _^ 10180 

The^rbefe group Plane Geometry sings a song about 
angles and uses body movement to illustrate ancrles 
as well. ^ ' ' 

GOAL l:A C GOAL 2:^0- GOAL 3:G6 

106-10 PLAYING THE ANGLE _ 15330 

k bMS?LK^??^'T*?i=^^f ^P^^^^^'^^" Pl^y professional LAF 

I basketball, talks about and demonstrates the 

mathematics involved: in basketball, she cites angles 
and parabolas, in particular. 

GOAL l:A C GOAL 2:A1 A2 A3 B2 B5 GOAL 3:G6 F4 C2 (R) 

A3 AS 

106-11 PONG GAIffi ^ j5jgg 

This animation^ illustrates billiard geometry and ani 
shows a ball rebounding from wall to wall before 
finally exiting the one opening. 



:08 
BUM 

(-) 



2:23 
SON 



(X) 
3: 00 



GOAL l:B GOAL 2:-©- GOAL 3:G2 G6 



106-12 MATHNET-CASE OF THE. MISSING BASEBALL-i 10540 

The Hathnetters investigate a missing baseball by 
determining the angle at which it would have 
rebounded off a billboard. 

GOAL i.'A GOAL 2:A1 Bl B3 B4 "Ola GOAL 3 : G6 G4 

e2c 



(X) 



6:27 
NET 



40 

o 

ERIC 



SQUARE ONE TV: WEEK 2 

107- 1 SHOW OPEN i-RSBrt 

-ni 15950 :45 

BUM 



(-) 



GOAL l:-b- GOAL 2:-0- GOAL 3:^0- 

107- 2 IDENTITY CRISIS : lOggg 

TSL??;^^'' ?^f° Visits a psychiatrist who cures his STU 
identity^ crisis by stressing the role zero plays in 
place value and multiplication. ^ 

GOAL l:C GOAL 2:-0- GOAL 3:A2 A4 Bl (X) : 

Dl 

107- 3 (LEMONADE STAND INTRO) LOGO 17460 .07 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

107- 4 LEITONADE STAND-IN THE DESERT 14340 

Shari Belafonte Haj^er runs a lemonade stand that 

sells^leaonade for 26% of one dollar. She and Arthur 

discuss^percent and decimal relations - especially as 

they pertain to money. f«^j.aj.j.y as 

GOAL 1:A C goal 2:A1 B4 C2a GOAL 3:A5 Dl A3 [R) 



BUM 



2:46 
STU 



107- 5 EIGHT PERCENT_0F_ MY -LOVE 11480 

Kf^®i^^®®i^®-?®"^*^®^^°^i^g about the various ways 
his love is divided. As Oris mentions a percentaSra 
drummer displays the cdrrespohdihg wedge of a Pil 

GOAL 1:A C GOAL 2:-0- GOAL 3:A5 F6 

107- 6 MATINEE MOVIE: PROMO 



2:47 
SON 



Shiny sehlemmer, asks her viewing audi^hce to tune rhiSt^^ 
into -eartablanca", today's Matilee Movie? ®^ 



GOAL l:-b- GOAL 2:-0- GOAL 3:-0- 

107- 7 VO: DON'T DESPAIR 



-0- ' 17325 :06 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



(-) 



41 

o 

ERIC 



SQUARE ONE TV: WEEK 2 

107- 8 HAI«Y*S:HratmGES_HftVE^ . __1424b 2-27 

|s the Characters attempt to shoot a commercial _ for STU 



Harry's Hamburger Haven, they note the equivalence of 
decimal, fraction, and percent* 

60AE l:C GOAL 2: -0- GOAL3:A4A5A3 



(X) 



107- 9 MATINEE MOVIE: CARTABIANeA^^ 12630 6-20 

As three (sharactefs attempt to leave cartablanca by sTU 
plane>^an Inspector rounds up their weights to Sake 
sure that they do not exceed the mairimum load. 

GOAL 1:A GOAL 2:A1 A2 B2 B4 51 GOAL 3 : B4 Bl (R) 



107-10 YES, GENERAL, SIR ^ 12960 ±.52 

l^nfi'^Jj! djftonstrates the six.different was one can STU 
order^the three words lyes', 'general', and 'sir. 



She^also demonstrates this visually by arrahgina 3 
fruits - apple, pear, and orange. 

GOAL l:e GOAL 2:A1 B4 Dl D4 Gle GOAL 3: El (iij 

107-11 MATHNET^CAS^ OF THE MISSING BASEBALL- 2 16530 ^.^-x 

The Mathnetters gather facts and use logical met 
hluse" to determine the whereabouts of a missing 

GOAL l:A GOAL 2:A1 Bl B3 Cla Cle GOAL 3:G4 rps 

C4a C4b ^ ' 



108- 1 SHOW OPEN i=Qcn 

15950 :46 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

108- 2 SUDS: POPCORN _ _ 10080 

Arthur learns that doubling th« length, width, and 
depth of a box increases its volume eight times. 



BUM 



3:38 
STU 



GOAL i:A C GOAL 2:A1 Bl B4 Dl D3 GOAL 3:C2 CI D2 (R) 

eie e2a e4a ' 



ERIC 



42 



SQUARE bNE TV: WEEK 2 



108- 3 OOPS 1 ^DECIMALS : _ _ . __ . _ 16770 1^3fi 

A |onfus#d aoctpr forgets t6_iihe up the deciinais in STtJ 
a 3-aigit addition problem and causes a stock- footage 
disaster. ^ 

GOAL 1:A SOAL i2:Al A2 B4 Dl GOAt 3:A4 Bi (R) 



108-4 LOGO 6 GENERIC (LUISA) 17380 
-0- 



GOAL l:-0- GOAL 2:-0- GOAL 3:^0- (-) 

108- 5 CABOT fi HARSroiALLOBi ^WOODEN CANDY BARS 14820 2 5 20 

Cabot Uses 3 differently shaped rectangular wooden STU 
blocks to illustrate that objects with different 
dimensions can still have the same volume. 

GOAL l:A C GOAL 2:A1 A2 B2 B3 B4 GOAL 3:C2 CI (K) 

Cle C2a C4a 

108- 6 COUNTRY AND WESTERN MHSle PITCH 15450 1:56 

Two^country and western singers recount the titles of S^U 
their^ greatest hits, all of which make mention of 
relations involving fractions. 

GOAL i:-0- GOAL 2:-0- GOAL 3:A3 Dl (X) 

108- 7 TESSELIATIONS 15810 3:l5 

A boppy beach tUne illustrates the concept of sON 
tessellation as surfers cover their boards and the 
beach with repeating geometric shapes. 

GOAL l:B GOAL 2:-0- GOAL 3:G3 G6 (X) 

108- 8 BUT WHbAs MULTIPLYING: 12 16941 5:33 

Two contestants attempts to_ cover three numbers in a GA^ 
row by selecting factors of these numbers from the 
Factor Board and calling out the resultant product. 

GOAL l:A C GOAL 2:A1 B4 B6 Clb Clc GOAL 3:Bi B2 Dl (R) 

C2c P4 



ERIC 



43 



SQUARE ONE TV: WEEK 2 

) 108- 9 MATHMAN: FACTORS OF . 15570 1:12 

Mathsah plays a video game in which he must eat all ant 
nusibers that are factors of is. 



GOAL i:e GOAL 2:-0^ GOAL 3:B2 



i09- 1 SHOW OPEN 
-0- 



GOAL i:-o- GOAL 2:-0- GOAL 3:-0- 

109- 2 DISCLAIMER: ODD NUMBERS 17600 

GOAL 1:^0- GOAL 2: -0- GOAL3:B2 



(X) 



108-10 GROWING WALL II lig^s ..q. 

» S If^H !f°^ riddles, all of which have STU 

a mathematical theme. 

GOAL i:-0- GOAL 2 : -6- 6oAL 3:-0- 

108-11 MATimET-CASE^OF THE MISSING BASEBALL-3 10670 

The Hathnetters continue their search for the missing 
house, using a database to access information about a 
pair of glasses that have turned up on the property. 

GOAL l:A GOAL 2:A1 Bl B3 Cla e2c GOAL 3:F4 A9 

e3a 



(Xj 



6il7 
NET 



15950 :46 

BUM 



:b8 
BUM 

(-) 



109- 3 PHONEyHOONEPSj HOLE IN THE WALL ^13930 7^06 

Alph and Throckmorton SUst estimate how many bricks STtT 
they need to repair a hble^in the wall caused by 
Alph '8 bowling ball. They draw a diagram to figSre 
out the area of this irregular shape. 

GOAL 1:A e GOAL 2:A1 A2 A3 B4 Dl GOAL 3:e2 CI G4 (R) 

Clb C4a Bl 



109- 4 NEWSROOM INTERRUPT: 24 (AREA IRRIG. SHAPE 16920 :il 

' BUM 
CfOAL i:-o- GOAL 2:-0- GOAL 3:-0- (-) 



ERIC 



44 



SQUARE ONE TVi WEEK 2 

3:47 



I 109- 5 NAVIGATOR- _ 15320 
W A_ female navigator in the New YbfJc. harbor talks about LAP 

she uses maps to chart her cburisei 



GOAL 1:A GOAL 2:A1 A2 B3 B4 Cia GOAL 3:C2 G4 G6 

±09- 6 (BLApSTONE) LEAD-IN £ TAG 15540 

GOAL l:-0- GOAL 2:-0- GOAL 3:-b- 

109- 7 BLAeKSfONE: HEADS OR TAILS 15535 

Aft« a spectator hai, turned bver_pairs of coins from 

a pile of 10 dimes, BlacJcstbne uses the principle of 

parity to correctly determine whether a covered coin 
is heads or tails. 

GOAL l:-0- GOAL 2:-b- GOAL 3:fi3 



:b9 
BUM 



2:54 
STU 



(X) 



109- 8 X...IT'S THE^SIGN OF THE TIMES 13580 5-33 

The cast gives a Hispanic flavor to this song about SON 
the multiplication symbbl. 



GOAL l:A C GOAL 2:-0- GOAL 3:B1 



(X) 



109- 9 MATHMMJ: ODD NUMBERS ^ 15580 



109-10 MATHNET-CASE OF THE :MISSING^BASEBALL-4 10710 

The Mathnetters determine the worth of stblen gbia 
bars^ as they: piece^ together a picture of the man who 
may have stolen the house. They alsb use a map to 
detarmine the range a helicopter cbUld fly. 

GOAL i:A B GOAL 2:A1 Bl B2 B3 B4 GOAL 3:B4 G4 C3 

B5 eia e2c esa B5 



110- 1 SHOW OPEN 
-0- 



GOAL l:-0- GOAL 2:-0- goAL 3:-b- 



1:12 



Hathmah plays a video game in which he must eat bnlv ant 
odd numbers. ' 

GOAL i:e GOAL 2:-0^ GOAL 3:B3 (X) 



7:42 
NET 



15950 :46 

BUM 



(^) 



ERIC 



4§ 



iio- 2 SUPERGUY STANDARD OPEN 
-S- 



SbftL it-b- 



GOAL 2:-D- 



SQUARE ONE TV: WEEK 2 
11420 

GOAL 3:-6- 



110- 3 SUPERGUY: ^NEW CAPE ^GAPER ^1 11431 

Supsr Guy wonders how many outfits he can make f^6m 3 
belts and 3 capes. Using comb ina tor ics, he develops a 
systematic way of counting and combining results. 



GOAL i:A e 



GOAL 2 :A1 A3 B4 D3 Gle 
C3a C3b 



GOAL 3: El D2 Bl 



^ :37 
BUM 

(-) 



3: lb 
STU 



110- 4 CALVIN KLEIN BOY : 1614D 

Dweezil Zappa discovers the meaning of combihatbrics 
when he determines how many possible outfits he can 
make from a certain number of pants, shirts, and 
sweaters* ' 



GOAL l:e 



GOAL 2:-0- 



GbAL 3: El 



110- 5 SUPERGUY: NEW CAPE CAPER - 2^ 114 32 

Using coabinatdrics^Superguy lays out all the 
possible combinations^for 3 belts and 3 capes. He 
'^^f.^ and recognizes that he could have 

multiplied the numbers of capes and belts instead. 



GOAL l:-0- 



110- 6 VO: HOW MUCH LEFT 
-0- 



GbAL 2:-b- 



GOAL l:-0- 



GOAL 2:-0- 



GOAL 3:-b- 



17295 



GOAL 3:-0- 



110- 7 MISTAps _ 

This song uses a vaudeville setting to convey the 
message that everyone makes mistakes and everyone 
learns from mistakes. 



GOAL l:A C 



GOAL 2:-0- 



GOAL 3:-0- 



1:23 
LAF 



(X) 



3:40 
PAR 



:b6 
BUM 



2:18 
SON 



(X) 



ERIC 



^6 



I SQUARE ONE TV: WEEK 

■ lid- 8 BtJiLblNG GO BOOM . _ 12130 

^con-artist attempts to sell a 12 story building 
mth 10. ft. between stories) to a country bumpkin 
before the building's scheduled demolition * 

GOAL i::: GOAL 2:-0- GOAL 3:B1 01 

110- 9 (ICE CREAM) LOGO 1S630 
—0— 

GOAL l:-0^ GOAL 2:-0- GOAL 3:-0- 

110-10 ICE, CREAM _ST0REi^ CALORIES 10130 

A dieting woman enters an ice Cream store run by a 
Valley Boy who uses a bar chart and percents to 
compare the calories of the various frozen treats. 

GOAL l:A C GOAL 2:A1 B3 Dl Cid GOAL 3:A5 A3 Dl 

F6 

110-11 (ME AND MY SHADOW INTRO) LOGO 17470 

GOAL i:-0- GOAL 2:-0- GOAL 3:-0- 

110-12 ME AND MY SHADOW 13660 

Debbie Allen discusses dimensionality by comparing 
ber own 3 -dimensionality with the 2-dimensidhality of 
ner snaaov. "* 

GOAL l:C GOAL 2:-0- GOAL 3:G1 C2 

110^13 MAT^IT^CASE OF THE MISSING BASEBALL-5 10760 
The Mathnetters use a flobrpiah to successfullv 
locate the missing baseball. 

GOAL 1:^0- GOAL 2:Ai Bl Cla C3b GOAL 3:64 G6 



47 



SQUARE ONE TV: WEEK 3 

i iii- 1 SHOW oPEfi 

' -e- ^2^5° __._:_46 



SOAL l.'-u- GOAL 2: -G- GOAL 3: -b- 

111- 2 NEWSROOM INTERRUPT: 7 (PROBAB. COIN TOSS 16910 

GOAL l:-e- GOAL 2 : -0- GOAL 3:F4 



BUM 
(-) 



' vir*xwD«D. xuas 16910 :2i 

BUM 

(-) 



1:41 
STU 



(R) 



111- 3 CABOT fi_MiRSHMftLLOW: PROBABISiTY - 1 15471 

l^i?Kf??i"*^!*^*^^^*' discuss the meaning of a 
probability of one as Marshmallow creates a situation 
where any outcome results in a win for clbltf 

GOAL 1:C GOAL 2:A1 Bl B5 Dl C2a GOAL 3:F1 Dl 

111- 4 ON THE MIDWAY^ 3^^3__ 

exposes the unequal probability of stti*^ 
winning.a game in which 3/4 of the spinnet is one 
color and 1/4 of the spinner is another dolol. 

GOAL l:A C GOAL 2:Ai Bl bl Cle GOAL 3:F4 Fl A3 (R) 

iii- 5 (C S M: PROBASiLiTY INTRO) WARNING lygio 

BUM 

i:-0- GOAL 2:-0- GOAL 3:-0- 



111- 6 CABdf^S MARSHHALMW: PROBABILITY - 2 15472 5 

S^^S^k! meaning of a slu 
probability of zero after Cabot tricks Marshmallow by 
playing the shell and the pea game ~ without thl ^ 

GOAL i:A C GOAL 2:A1 A3 B5 Dl Cle GOAL 3:Fi (R) 

111- 7 GHOST OF A CHANCE ..^i,^ 

^i"*^«livery Boy ii^^^ S0n'° 
wh?^."^'.i\''SnS!LS^?????^??.?"itiok-- each Of 



2:19 



Which has a different probability pf escape. 
GOAL 1:A e GOAL 2:A1 A2 B5 B6 GOAL 3:F1 F3 



(R) 



ERIC 



^8 



iii- 8 LOGO i3 generic: (bevj 

-0- 



GOAL l:-e- 



SbAL 2:-b- 



SQUAliE ONE TV: WEEK 3 
17450 

GOAL 3:-b- 



:08 
BUM 



111- 9 HANDSHAi^ eONTEST - _ __ I255i 

The Wide wide World of Sports Ybu^Sever Heard Of 
covers a Handshake competition where the newscasters 
learn that the nuaber of handshakes will always be a 
triangular number. 



GOAL l:A C 



4:27 
STU 



2:A1 A3 B4 03 Clb GOAL 3:B2 D2 Dl (R) 
e2c C3a ' 



ill-10 (BLACKSTONE) LEAD-IN & TAG 
-0- 



GOAL l:-b- 



GOAL 2:-0- 



15540 



GOAL 3:-0- 



:09 
BUM 



iil-11 BLACKSTONE: MENTAL SPE£^R_ _ 13442 2-02 

Blackstone asks the cast to choose an object oh the STU 
table and uses the numtar of letters in its name as a 
clue to identifying it 



GOAL i:-d- 



GOAL 2:-0- 



GdAL 3:D2 



111-12 MATHNET : PROBLEM OF THE PASSING PARADE-l llOll 9 • 51 

In anticipation Of a rock star's visit, the NET 
Mathnetters ealculate^how much time a parade will 
^^^^iJf^^^^^^^ size, and approximate the number 

of officers needed for crowd control. 



GOAL 1:A 



GOAL 2:A1 A2 B2 B3 B4 GOAL 3:B4 Bl B5 (R) 
B6 Dl Cla C2c G4 



112- 1 SHOW OPEN 
-0- 



GOAL l:-0- 



GbAL 2:-0- 



112-2 (PAPER RACE INTRO) LOGO 

-b- 



GOAL l:-0- 



GOAL 2:-b- 



15950 
GOAL 3:-b- 

17480 
GOAL 3:-0- 



:46 
BUM 

(-) 



:b3 
BUM 



(-) 



43 

ERIC 



SQUARE ONE ;7: WEEK 3 



112- 3 PAPER RACE^ 12600 

Ned^Fiimsy visits his law prof e^so^ who has him round 
up the costs of his books to estimate whether he has 
enough money. 

GOAL 1:A C GOAL 2:Ai B2 B3 B4 Dl GOAL 3:B4 Bl A4 

eib C2b C2c 

112- 4 BURGER PATTERN- 12140 
The Fat Boys use hamburgers to illustrate a 
triangular number pattern. 



112- 6 (PALINDROME INTRO) LOGO 17620 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

112- 7 IT'S A PALINbROME 14110 

Vtango^ dance serves as the^backdrop for a song about 
the definition and generation of palindromes -- 
numbers that read the same backwards and forwards. 

GOAL l:e GOAL 2:-0- SOAL 3:A2 

112-8 MAT^ETipiOBI^M OF THE PASSING PARADE -2 11012 

in_ their attempt to find a kidnapped rock star, the 
Mathnetters tip a bottle^ with iiguid in it to 
rec::eate a mountain's angle of incline. They also 
use musical beats to keep track of time. 

GOAL 1:A e GOAL 2:A1 Bl B2 B3 B6 GOAL 3:C3 G6 G4 

Cle C2c 



5:38 

STU 



(R) 



3:16 
SON 



GOAL 1:A GOAL 2:A1 B4 Dl Gib C3a GOAL 3:D2 Dl Bl (R) 



5:48 
GAM 



112- 5 BUT who; S COUNTINGS 6- ^ 12116 

Contestants arrange 5 randomly chosen digits to 
create a^3^digit plus 2 digit addition problem. The 
largest sum wins. Contestants must apply some 
knowledge of place value and probability to play. 

GOAL l:A C GOAL 2:A1 B4 D2 Clb C2c GOAL 3:A2 Dl F4 (R) 



:12 
BUM 



2:53 
SON 



(Xj 



9:07 
NET 



(R) 




50 



I SQUARE ONE TV: WEEK 3 

r ii3- i SHOW open 15950 
-0- 

eOAL l:-b- GOAL 2:-0- GOAL 3:-6- 

113- 2 GROANING WALL I iiSTl 

The cast tells each other riddles — ail of which 
have a mathematical theme. 

GOAL l:-0- GOAL 2:-b- qoAL 3:-0- 

li3- 3 SAHtn^I MATHEMATICIAN 14490 

A_samurai warrior breaks similar sized boards into 
different numbers of equal-sized pieces to prove that 
the more fractional pieces you divide an object into, 
the smaller those pieces will be. 

GOAL l:C GOAL 2:A1 B4 D4 Cle C2a GOAL 3:Di A3 

C2c C3a 



GOAL l:A C GOAL 2:-0- SOAL 3: A3 A5 A4 



:46 
BUM 

(-) 



1:15 

STU 



(X) 



3:il 
STU • 



113- 4 DIET LITE WET ^ 14330 3-22 

As the characters attempt to shoot a commercial for stU 
Diet Lite Wet, they note the equivalence of fraction, 
decimal, and percent. ^j-on. 



(X) 



2:24 
SON 



113^ 5 MATHHANi EQUIVALENT FRACTIONS (1/3) 15650 1^24 

Hathman plays a video game in which he must eat only pm 
fractions equivalent to 1/3. ^ 

GOAL l:C GOAL 2:-d- GOAL 3: A3 (xj 

113- 6 ACTION AT THE FRAefipN BAR 13250 
This music video takes place at the futuristic 

fSt^J-- uses vocabulary words associated 
With fractions. It also mentions the relation 
between fractions, decimals, and percents. 

GOAL l:-0- GOAL 2:-0- GOAL 3:A3 A4 A5 

113- 7 (FRACTIONAL BASEBALL) LEAD IN 17490 

GOAL l:-6- GOAL 2:-0- GOAL 3:-0- 



(X) 



:05 
BUM 

(-) 



51 



ERIC 



SQUARE ONE TV: WEEK 3 



113- 8 GOOD SPORTS iFRACfibMAL BASEBAU. i002b 5.45 

Good^Sports visits a Fractional Baseball gaie which STU 
is-piayed much like regular baseball - except that a 
player receives 1/4 each time he gets on base. One 
adds the fractions to Compute the score. 



GOAL 1:C 



GOAL 2:-0- 



GOAL 3: A3 Dl Bl (X) 



113- 9 VO: STOP C0HPLA1NIN6 
-0- 

GOAL i:-d- GOAL 2:-0- 



17312 



GOAL 3:-b- 



:07 
BUM 



113-10 OOPS 1 DIVISION 6 INTO 4212 16750 

A confused scientist fails to acknowledge place value 
and makes a long division mistake that causes a 
stock-footage disaster. 



GOAL 1:A 



GOAL 2:A1 A2 B4 Dl 



GOAL 3:A2 Bl 



1:50 
STU 



113-11 MATIfflEfl PROBLEM OF THE PASSING PARADE^3 libl3 

As-they gather clues to the kidnapping case, the 
Mathnetters attempt to decode a message, use a car 
registration database, and measure the width and 
tread of a car tire. 



GOAL 1:A C 



GOAL 2:A1 A2 Bl B3 Clb GOAL 3:02 
C2c C3a C4b 



10:06 
NET 



114- 1 SHOW OPEN 

-d- 



GOAL l:-0- 



G0AL 2:-0- 



114- 2 (C fi H: WHAT IS A NAME) LOGO 
-0- 



GOAL l:-b- 



GOAL 2:-0- 



15950 
GOAL 3:-0- 

17500 
GOAL 3:-0- 



:46 
BUM 



05 



BUM 



82 

ERIC 



SQUARE ONE TV: WEEK 

3 CABOT S MftRSHMALiOW:,!^ SAf^ 14170 

Cabot and. Marsimal low carry- on a 'Who's On First' 
conversatibn and combine logic with rates to 
calculate how long it will take Marshirallbw's blind 
date to arrive. 

GOAL 1:A C GOAL 2:A1 A2 Bl B4 Dl GOAL 3:B4 B5 I 

C2C C3c 

4 (WHITHER WEATHER) NEWSROOM INTERRUPT: 16 13121 

-d- 

GOAL l:-0- GOAE 2:-0- GOAL 3:-0- 

5 WHITHER: WEATHER - 13126 

A_ television meteorologist meaures the snowfall in 6 
different areas before calculating ah average 
snowfall . ^ 

GOAL 1:A C GOAL 2:A1 B3 B4 Dl Cld GOAL 3 : F2 Bl D 

Cle C2a 



6 WARNING 1 (ASK A FRlENb) 17581 

-0- 

GOAE l:-d- GOAL 2:-0- GOAL 3:-d- 

7 SQUARE SONG 13620 

This song deals with_the geometrical properties of 
squares. Computer graphics aid greatly in 
illustrating the geometry of a square. 

GOAL 1:A B e GOAL 2:-0- GOAL 3:G6 

8 STATION PROMO (LARRY) 14265 

-d- 

GOAL l:-0- GOAL 2:-d- GOAL 3:-d- 

9 PERSON ON^THE STREET : RHOMBUS 13003 

Kie Person On the Street interviewer asks a variety 
of people what a rhombus is. 



GOAL 1:C 



SQUARE ONE TV: WEEK 3 

114-10 BiACKSfONEr ras IMAGI^^ 15530 

Blackstpne perfoi1S8 a_nu§ber trick that works for any 
number less than IQj double it, add 2, aultipiy it by 
5j subtract the original number, add the digfts — 
the answer will always be 10. 



GOAL l;-0- 



SdAL 2;-0- 



3:05 
STU 



GOAL 3:02 B3 Bi (X) 



114-11 DANCE OF-THE GEO SHAPES: CUBE 13601 

computer graphics illustrate and highlight a cube as 
it rotates around itself. 



GfOAL l:B 



GOAL 2:-0- 



GOAL 3:G6 Si 



:24 
AN± 



(X) 



114-12 IN SEARCH ©F THE GIANT SQUID 13480 

The navigator of a submarine fails to ebhsider the 
concept of scale— and mistalcehly thinks that they 
are only centimeters away from a giant iceberg. 



GOAL l:A C 



GOAL 2:A1 B3 B4 Dl D4 
Cla 



3:51 
STU 



GOAL 3:G4 CI G4 (R) 



114-13 MATHHET:PROBLEH OF THE PASSING PARADE-4 11014 

Xn^trying to ^decode Stringbean's musical message, the 
Mathnetters recognize that each note of the message 
corresponds to a tone/number on a touch-tone phone. 



GOAL l:A C 



GOAL 2:A1 A2 Bl B3 04 a 
e4b 



GOAL 3:-0- 



7:21 
NET 



115- i SHOW OPEN 
-0- 



GOAL l:-0- 



GbAL 2:-0- 



115- 2 (DADDY KNOWS DIFFERENT) LEAD IN 

-b- 



GOAL l:-0- 



GOAL 2:-b- 



GOAL 3:-0- 

17280 
GOAL 3:-b- 



:46 

mm 



:b5 
BUM 
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SQUARE ONE TV: WEEK 

3 DADDY KNOWS DIFFERENT: STAINLESS _F0pS - 12990 

Rusty fives his father tfie option of paying him a 
fixed sum, or starting with a penny, doubling the 
previous Say's amount for a month. The amount oh the 
30th day would be well over $5 million. 

SOAL i:A C GOAL 2:A1 A2 B4 oi 04 SOAL 3:Bi Al 02 

Clc C4a 



4 (PROBLEM SONG INTRO) LOGO 17510 

-0- 

GOAL l:-0- GOAL 2:-b- GOAL 3:-0- 

5 PROBLEH SONG _ ^ ._ 1Q19Q 

Arthur- solves the problem of how many apples he and 
another character can peel in 3 hours by using 
addition, multiplication^ and division. 



GOAL l:A C GOAL 2:A1 B4 Cie e2a GOAL 3:B5 A3 Bl 

e2c 

6 TESSELLATION ANiMAfiONtTII£ 10740 

This animation-Shows both hexagons tessellatihg alone 

ahd_hexagons forming a tessellated pattern with a 

star shape. The final image shows the same 

tessellated pattern on a real-life tile mosaic. 

GOAL l:A B GOAL 2:-0- qqKL 3:G3 G6 



7 BUT WHOJ^S COUNTING! 1 12117 

Cohtsetahts arrange five randomly chosen digits to 
set up^a^3^digit pluS: 2 digit addition problem. The 
largest sum wins. Contestants must apply some 
knowledge of place value and probability to play. 

GOAL 1:A C GOAL 2:A1 B4 D2 Cib e2c GOAL 3:A2 Dl F4 

8 DATA HEADACHE- I _ _ _ 14311 

A woman uiies a bar chart to organize her monthly 
expenses and rid herself of a data headache. 



GOAL 1:A 



GOAL 2:-0- 



GbAL 3:F6 



SQUARE ONE TV: WEEK 

9 MftTfflETiPROBtEM OF THE PASSING PARADE-5 llOiS 

The Mathnetters succesifuliy solve the problem and 
rescue Steve stringbean* 

GOAL 1:A B GOAL 2:Ai Bi B3 C2c GOAL 3:02 F4 



SQUARE ONE TV: WEEK 4 
116- 1 SHOW^OPEN ^535, 

BUM 

GOA£ i:-b- GOAL 2:^0^ GbAL3:-0^ (-) 



116- 2 I LOVE LUPY: ELEPHANTS -_1_ _ 12701 

TO spite Dizzy, Lupy decides to fill a room with 
elephants. She estimates the size of the room and the 
size^of the elephants to figure out how many she 
wouia need^ 

GOAL 1:A e GOAL 2:A1 B2 B3 B4 ela GOAL 3:C3 C2 G4 



3:59 
STU 



(R) 
1:41 



116- 3 VOLUME S MEASUREMENT (CATJ ^ 16240 

B^^i^ ^ see that the ani 

smaller the units of measure, the more accurate the 
me||urement. And a 3 ^dimensional object requries 
different units of measure than a 2-dimensional one. 

GOAL l:A C GOAL 2:-0- GOAL 3 : C2 Gl C3 (X) 

116- 4 I LOVE LUPY: ELEPHANTS - 2 12702 t 

lfiF«?S ^1^®^ estimated the size of the elephants and par 
the size of the room - but, she's neglected to 
measure the size of the door. 



3:58 



GOAL l:-0- GOAL 2:-0- SOAL 3:-0- 



116- 5 (COUNTIN OUT THE RHYTHM) WARNING 17790 

BUM 



GOAL l:-0- GOAL 2:-0- qOAL 3:-0- 

116- 6 COUNTIN' OUT THE-RHYTHM ±1670 
This sbhg^^staged in a very urbah^ 

^^'^^ ^^^^'^ ^""^ 4 beats to every musical 
?- s°"^ *^s° stresses the idea of 
subdividing each measure into 8 and 16 beats as well. 

GOAL l:-0- GOAL 2:-0- GOAL 3:D2 B3 



2:58 
SON 



(X) 



116- 7 (MATHMAN FACTORS OF 12) LOGO 17800 .10 

'°' BUM 



GOAL l:-b- GOAL 2:-0- gqaL 3:^0- 



(-) 
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SiaUARE ONE TV: WEEK 4 

f il6- 8 MATHMAN: FACTORS OF IS^^ ^ I555O 1:27 

Mathmah plays a video game in which he must eat only ANi 
numbers tSat are factors of i2. 

eOA£ l:e GOAL 2:-0- S0AL 3:B2 (X) 



116- 9 (BIACKSTONE) LEAD-IN S TAG 15540 

-b- 

GbAL l:-0- GOAL 2:-d- GOAL 3:-0- 

il6-i0 BLACKSTOK^,: THE COIN PUZZLE 13448 

Blackstohe asks-a spectator to arrange 3 different 
coins in any order. He then gives 3 different 
commands - all planned so that a pre-determined coin 
ends up on the left. 

GOAL l:-0- GOAL 2:^0- GOAL 3 : D2 



GOAL l:-0- GOAL 2:A1 B3 GOAL 3:-0- 

117- 1 SHOW OPEN 



-0- 

GOAL l:-0- GOAL 2 : -0- GOAL 3:-0- 



:09 

BUM 

(-) 



3:58 
STU 



116-11 MATHNETj: TRIAL OF GEORGE^ FRANKLY- 1 11021 8:35 

The Mathhetters use a computer to access George's net 

* futile attempt to prove that he 
did not deposit the money he had allegedly stolen 



(R) 

15950 -46 



BUM 



117- 2 EB:PERiM.^bFIRR. SHAPES I6330 ^27 

The animations illustrates finding the perimeter of ant 
an irregular shape. ^ wi. a^x 

GOAL l:C GOAL 2: -6- GOAL 3:02 CI (-) 

117- 3 OOPSl PERIfffiTER _ ^ 16790 

■^5;a°*iP^f^--^ P®^^®®^®^* ^ confused character only 
adds the lengths of two sides of a rectangle shape - 
and causes a terrible accident. 

GOAL l:A GOAL 2:Al A2 B4 Dl GOAL 3:e2 Bl (R) 



1:31 
STU 
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SQUARE QfiE TV: WEEK 4 

117- 4 BftNBftH^^ 11080 g-oi 

ft^co^oy family learns that rectangles with the sane STU 
areas do not necessarily have the same perimeter 
They also learn that a rcsctangie with the most 
economical perimeter is a square. 



GOAL 1:A GOAL 2:A1 A3 Bl 34 D2 GOAL 3:C2 G6 

Cla C3c C4a 

il7- 5 (BANDANAS) NEWSROOM INTERRUPT: 8 11081 

GOAL l:-0- GOAL 2:-0- GoAL 3:^0^ 

117- 6 MATH MllffiS 



GOAL 1:B e GOAL 2:-0- GOAL 3:C2 

117- 7 (SUPERSPY) PAINTBOX LEAD IN 12151 

GOAL l:-o^ GOAL 2 : -0- GOAL 3:-0- 

117- 8 NEIGHBORHOOD_SUPERSPy 12150 

A super^spy sings about creating a code that assigns 
a^number to each letter of the alphabet. According to 
cnis code, a sequence of numbers would read as a 
word^ 

GOAL l:A C GOAL 2:-0- GOAL 3:D2 Dl 

117- 9 (SUPERSPY) PAINTBOX OUTRO 12152 

GOAL l;-b- GOAL 2:^0^ GOAL 3:-0- 

117-10 X - RAYS 



(R) 



- :ll 

BUM 

(-) 



z: = - J :: 15230 2:37 

Two talking mimes discover that rectangles with the STIJ 
same perimeter do not always have the same area. 



(X) 



:19 
BUM 



3:50 
SON 



(X) 



:::12 
BUM 

(-) 



In this animation^ a doctor uses the vocabUI^^ of ant^° 
geometry to describe the shapes that make up a 
sculpture i ^ 

GOAL l:C GOAL 2:^0^ GOAL 3:G6 (X) 



ERIC 
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: SQUARE ONE TV: WEEK 4 

} 117-11 BUT WHO'S ADDING: 1 iSSio 3^21 

Two contestants attempt to cover three hu^ in a GAfi 
row by selecting two addsnds from the Addend Board i 
They then call but the resultant sua. 

GOAL 1:A e GOAE 2:A1 B4 B6 Clb Clc GOAL 3:B1 Dl fR4 

C2C ^ ' 



^ :46 
BUM 

(-) 



3:25 
SON 



117- 12 MATraiEf :TRIAL OF GEORGE FRANKLY-2 ^ il022 8-52 

In their on-going attempt to_ clear George's name, the NET 
Mathnetters compute mileage according to an odometer 
and estimate distance using rate and time. 

GOAL 1:A GOAL 2:A1 Bl B2 B3 B4 GOAL 3:B4 B5 C2 (R) 

Cla C4a C4b 

118- 1 SHOW OPEN 15950 

-0- 

GbAL l:-0- GOAL 2:-G- GOAL 3:^0- 

118- 2 PERFECT SQUARES _ _ ^ 13140 

A blues band sings about square numbers and 
graphically suggests their connection to geometry. 

GOAL 1:A C GOAL 2:-0^ GOAL 3:B2 Bl 

118- 3 MUSEUM - 1 12521 

A painter sees a square array of dots and paints 
numerals that are square numbers - 1,4,9 and 16. 

GOAL l:B e GOAL 2:-0- GOAL 3:B2 G6 

118- 4 TROJAN PIE ^ 12540 

in-order to sneak behind Trbjan_ walls, a wily Greek 
builds the Trojan pie - a triangular wedge designed 
for 36 soldiers, a triangular number. 

GOAL l:A C GOAL 2:A1 B4 bl Clb C2c GOAL 3:12 D2 G6 

C3a Bl 



1:12 
STU 



(X) 



4:38 

STU 



(R) 
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SQtJAilE ONE TV: WEEK 4 

) 118- 5 MUSEUM - ^ 12522 :57 

A painter 'sees a triangular array of dots and paints PAR 
numerals that are triangular numbers - 1,3^6, and 10; 



GOAL l:-0- 6dA£ 2:-0- GOAL 3:-0- 



118- 6 SROANJNS-WALL iy/ CELEBRITY _ 11874 

fempest-Bledspe, one of the "Cosby" kids, asks the 
cast mathnematical riddles - all of which have a 
mathematical theme. 

GOAL l:-0- GOAL 2: -3- GOAL 3:-o- 



(-) 



: 1:46 
STU 



(X) 



118- 7 MUSEUM - 3 12523 -49 

A.^museum Visitor returns to the painter and tells him par 
that he understands his paintings now - he has been 
depicting square and triangular numbers. 

GOAL l:-0- GOAL 2:-0- GoAL 3:-0- 

118- 8 NEWSROOM INTERRUPT: 6 (SQ. NUMBER DEF) 16900 

GOAL l:-0- GOAL 2:-b- GOAL 3 : B2 

118- 9 BUT »?H01S MULTIPLYING: 11 16940 

Two contestants attempt to cbver^ three niimbers in a 
row by selecting factors of these numbers from the 
Factor Board - and calling out the resultant product. 

GOAL 1:A C GOAL 2:Al B4 B6 Clb Clc GOAL 3:B1 B2 bl 

C2c f 4 

118- 10 MATEWETifRlAL OF GEORGE F 11023 

The Mathnetters search; a database for all the people 
George has arrested. They ^cannot find two who borke 
into a bank's computer system and manipulated the 
decimal points of their account balances. 

GOAL 1:A C GOAL 2:A1 Bl B3 B4 GOAL 3:F4 A2 

119- 1 SHOW OPEN 



:ll 
BUM 

(-) 



4:35 
GAM 



(R) 



9:24 
NET 



-0- 

GOAL 1:^0- GOAL 2:-0- GOAL 3:-0- 



(R) 

15950 :46 



BUM 
(-) 



Ci 

o 

ERIC 



SQUARE ONE TV: WEEK 4 

^ ±19- 2 ROUND OFF : ^ 12620 5^27 

Two contestants play a game in which the host calls sftJ 

out a number, and they mv-.t round it off to the 
nearest 10, loo, or lobb correctly. 



GOkh i:e GOAL 2:A1 Dl GOAL 3:B4 A2 



GOAL l:C GOAL 2:A1 A3 B2 B4 Dl GOAL 3:B4 Bl 

b3 C2b 

119- 4 ROUND-IT OFF 14540 

The cast sings a country and western tune that deals 
with the importance of rounding numbers. 



119- 5 (BLACKSTONE) LEAD-IN & TAG 15540 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0^ 

119- 6 BLACKSTONE: MOVE TIE CLIP 15539 

Blackstpne cbrr^sctly identifies the number of paper 
clips that have been moved as he notes the new 
position of the one clip that is oriented opposite 
the others. 

GOAL i:-b- GOAL 2:^0- GOAL 3:G2 

119- 7 (RbUNblNCS) LOGO 17820 

GOAL l:-0- GOAL 2:-0- GOAL 3:-b- 

119- 8 ROMANCE OF GEOMETRY 129lb 

In this animation, the daydfeams_of a boy and girl 
alternate between romance and geometry until they 
merge into two congruent triangles. 



(R) 



119- 3 CABOT S MARSHKALIXJW: ROUND TO CONFOUNb^ 14850 ±-21 

Marshmallow learns that rounding numbers is not STU 

always appropriate when Cabot rounds the $4.50 he 
owes Marshmallow down to zero. 



(R) 



3; 02 
SON 



GOAL l:C GOAL 2:-0- GOAL 3:B4 (X) 



- -:09 

BUf: 

(-) 



2:48 
STU 



(X) 



:b8 
BUM 

(-) 



•30 

AN! 



GOAL l:C GOAL 2:-0- GOAL 3:66 (xj 
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SQUARE ONE TV: WEEK 

■ 9 MftTMf i^IftE. OF GEORGE FRANKLY-i 11024 

The pilot who allegedly flew George off the iilahd to 
rob the bank uses arithmetic to prove that George had 
the time to commit the crime; Much to George's 
surprise, the pilbr also identifies him. 

GOAL 1:A GOAL 2:Ai Bi B2 B3 B4 GOAL 3:B1 

1 SHOW OPEN 3_555Q 

-0- 

G0AL i:-b- GOAL 2:-0- GOAL 3:-0- 

2 WARNING 16 (PRIlffi NUMBERS) 17597 

-0- 

GOAL l:-0- GOAL 2:-d- GOAL 3:B2 

3 CALLOUSl eANBY BOX 16760 

Attem|3ting to design a package for 101 candies, 
wealthy Texans see the host of possibilities that 
exist w;ien they consider 100 candies instead. The 
final solution plays on 101 being the sum of squares 

GOAL 1:A C GOAL 2:A1 A2 B4 Di 02 GOAL 3:B2 C2 Bl 

die C2b C2c C4a 

i BUREAU OF MISSING NUMBERS: 101 15910 
Terry Ryan, an investigatpr, takes ihfbraat ion 
pertaining to the number 101 and inputs it in her 
computer. These characteristics include whether it is 
prime, whether it is the sum of squares, etc. 

GOAL 1:A GOAL 2:A1 B3 B4 Clc GOAL 3:B2 Bl Al 

5 VRim^ eWB- 14860 

The cast explores the difference between prime and 
non-prime numbers in this rap song about c. club that 
only allows entrance to prime numbers. 

GOAL 1:C GOAL 2:A1 Bi B6 Cle GOAL 3:B2 



03 



SQUARE ONE TV: WEEK 4 

I 120- 6 SQH&BE^ DANCE _ 13540 ^55 

This animation shows squaris numbers of dots arranging ANi 
themselves into square arrays - all to a square dance 

GOAL l:B GOAL 2:-b- GOAL 3:D2 B2 G6 (X) 

G2 

12 0- 7 (MULT. RAP) LOGO 13023 . Og 



GOAL l:-0- GOAL 2:-0- gqaL 3:-0- 



120- 8 MULTIPLICATION RAP 13022 

Kurtis Blow, the rapper^ enters the classroom and 
raps^a song about multiplication as the cast keeps 

GOAL i:e GOAL 21-0^ GOAL 3:B2 Bl 



GOAL l:c GOAL 2:-0- qqAL 3:D1 A3 



GOAL l:A B GOAL 2:A1 Bl B2 B3 B4 GOAL 3:B5 

Cla Cle C4a e4b 



BUM 



2:04 
STU 



(X) 



120- 9 MATpANi FRACTIONS LESS THAN 1/2 (REV.) 12490 

Mathman pl^ys a video game in which he must eat only ANI 
fractions less than 1/2. ^ 



1:49 



120-10 MATHNET:TRIAL OF GEORGE FRANKLY-5 11025 

?Sl®*Sf°-|* ^^S**" George could hot possibly have left net 

and comaittid the crime because weather 
conditions would not have allowed the plane to 
maintain its usual speed. 



9:30 



(R) 
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SQUARE ONE TV J WEEK 

1 SHOW OPEN i5950 

-©- 

GOAL i:-b- GOAL 2: -6- GOAL 3:-e- 

2 HUNDRED SQUARE: COHHON HUtf IgtE 15 - 18 14135 

This afiimatioh takes a number chart, highlights the 
multiples of IS, then highlights the multiples pf 18, 
and finally highlights the multiples that they have 
in common. 

GOAL 3:B GOAL 2:-b- GOAL 3:B2 D2 



3 (CLOWN S« .D IN 11831 

-0- 

GOU *. ^OAh 2:-0- GOAL 3:-0- 



4 C3bOWS seK0O£^l>rVE6fxGAT 11830 

Bozo proves- the seriousness of his clowri school by 
showing that if one clown enters every 15 seconds and 
the other enters every 18 seconds, the two clowns 
will enter simultaneously at 90 seconds. 

GOAL 1:A GOAL 2:A1 A2 B3 B4 Clc GOAL 3:B2 Bl 



5 (BUT WHO'S COUNTING INTRO) LOGO 17810 

-0- 

GbAL l:-b- GOAL 2:-0- gOAL 3:-b- 

6 BUT WHO'S COUNTINGS 4 ^ _ ^ 12114 

contestants arrange five randomly selected digits in 
ah attempt_to^form-a 2-digit and a 3-digit hUmber 
with the largest possible sum. The players must apply 
some knowledge of place value & probability 



GOAL 1:A C GOAL 2:A1 B4 B5 Dl D2 GOAL 3:A2 Dl F4 

Clb e2c 



SQUARE ONE TV: WEEK 5 



121- 7 eOfOlON MULTIPLE MAN _ _ 11890 4.54 

When a couplS: has to figure out how many hors ST^ 
tjApeuyres to buy to serve either 12, .16, or 24 guest 



equally , they call Gomnon Multiple Man, a super herb 
with a very strange super power. 

GOAL l:A C GOAL 2:A1 A3 Bl B4 Dl GOAL 3 -32 

D2 D4 Clc C2e 
C3a 



121- 8 LESS THAN ZERO 14,5- 

SliL?°??.Sr^^"^^f .dance, skating, and SON ' 

hanmer-throw competition to show arithmetic 
realizations of negative numbers. 

GOAL l:C GOAL 2:-0- GOAL 3:A6 Dl 

121- 9 POS VSi NEG^JbUSTS: PARATROOPERS 15294 

When five "positive" ciay-matioh creatures parachute 
onto three "negative" creatures, two "positive" 
creatures remain. 

GOAL 1:A GOAL 2:-0- GOAL 3:A6 Bl (xj 

121-10 SHOW REMAINDER 4 ( GONE TO COME) i77ii .^g 

BUM 



GOAL i:-0- GOAL 2:^0- GOAL 3:A5 

121-11 RATINGS WAR 



Larry uies a double bar graph to contrast the number 
of people who eat rutabagas with the number of peopH 
who watch Square One TV. 

GOAL 1:A C GOAL 2: -0- GOAL 3:F6 F5 

121-12 MATHNEf:: PROBLEM OF THE DIRTY MONEY- 1 hqsi 

meMathnetters investigate three reports of dump 
trucks mysteriously disappearing and reappearing 
dirir that what is being stolen is the 

GOAL l:-d- GOAL 2:A1 C2a e4b GOAL 3:-0^ 



(X) 



:26 
AN! 



(-) 



14870 2:2 

STU 



r- 



6:35 
NET 



(R) 



BE 



I SQUARE ONE TV: WEEK 5 

' 122- i SHOW OPEN 15950 

GOAL l:-0- GOA£ 2:-0- GOAL 3:-6- 



122- 4 THIRTY-TWO DIVIDED BY FIVE - 2 13332 

If a tent requires 5 yards of material and Betsy Ross 
has 32 yards, she can make 6 tents - with 2 yards 
left over for a flag, in this case, the answ^*r to S2 
divided by 5 is 6. 

GOAfc i:A e GOAL 2:A1 B4 GOAL 3:B1 B4 

122- 5 EB: CONCAVE/ CONVEX #3 . 16270 

This short animation illustrates the difference 
between concave and convex. 

GOAL l:B GOAL 2:-b- GOAL 3:G6 

122- 6 (32/5 PT. 3) LEAD IN 13335 
-0- 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0^ 



to 32 divided by 5 is 6.40. 
GOAL l:A C GOAL 2:A1 A3 Bl B4 D2 GOAL 3:B1 B4 A4 



- :::46 
BUM 

(-) 



122- 2 THIRTY-TWO DiVIbEb BY FIVE - 1 13331 3:56 

Washington- has 32 men whom he must get across the sTU 
river* Because only 5 men can fit in a boat, he must 
pay for a seventh boat to carry the extra man. in 
this case, the answer to 32 divided by 5 is 7. 

GOAL 1:A C GOAL 2:A1 A2 B4 Di GOAL 3:B1 B4 

122- 3 EB: CONCAVE/CONVEX #2- 16260 

This short animation illustrates rhe difference 
between concave and convex. 



(R) 



:24 
ANI 



GOAL i:B GOAL 2:-0- GOAL 3:G6 (^J 



2:02 
STU 



:2i 
ANI 



(-) 

^ :G6 
BUM 

(-) 
2:58 



122- 7 THIRTY-TWO DIVIDED BY FIVE - 3 13333 2- 

Five revolutionary war-heroei evenly split a $32.00 STU 
bill - each spending $6.40. In thi's case, the answer 



(R) 
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SQUARE ONE TV: WEE: 5 

\ 122- 8 (BIACkSTONE NAME NUMIER INTRO) UOGO 
-0- 



17840 :i5 

BtJM 



SOAL i:-0- GOAL 2:-0- GOAL 3:-0- 

122- 9 (BIACKSTONE) LEAD-IN S TAG 15540 
-0- 

GOAL l:-0- GOAL 2 : -0- GOAL 3:-0- 

122-10 BLACKSTOREj SAME-Tp mJMBER 13446 

A spectator lays out 2 rows of coins - l row has i 
more-coin than the other. He thinks of a number and 
subtracts coins from the 2 rows. The final number of 
coins is 1 less than the number thought of. 

GOAL l:-0- GOAL 2:-0- GOAL 3:B3 (X) 



122-11 ODD^AND EVEN HANDS _ _ 13590 

Two hands 3tick out different numbers of fingers, and 
a voice calls out Odd or Even. 



122-12 V6:THIS PROGRAM CONTAINS IDEAS 17770 
-6- 

GOAL l:-G- GOAL 2:-0- GOAL 3:-d- 

122-13 JENNY DIDN'T CALL 13260 

This song establishes a telephone calling pattern 
between Jenny arid Jin. The graphics illustrate the 
pattern that emerges. 

GOAL l:A C GOAL 2:e3a C4s. GOAL 3;D2 



:09 
BUM 

(-) 



4:00 
STU 



:35 
STU 



GOAL l:C GOAL 2:-0- GOAL 3 : B3 (X) 



:12 
BUM 



2:30 
SON 



(R) 



122-14 MATHNET:BROB£fM OF THE DIRTY MONEY-2 11052 9-24 

At the diner, the Mathnetters multiply to figure out net 
tax. They also discover a pattern in the numbers of 
the stolon vehicles. They uE-e a map and compass to 
chart the possible distance & route. 

GOAL l:A B GOAL 2:A1 Bl B2 B3 B4 GOAL 3:A9 A3 G4 (R) 

Cla Cld C3a C4a B5 A5 
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SQUARE eNE TV: WEEK 5 



123- i SHOW OPEN 15950 
-0- 

GOAL l:-0- GQikh 2:-b- GOAL 3:-e- 



GOAL 1:A C 30AL 2:A1 B6 Cle 02 c GOAL 3:G6 



GOAL i:e GOAL 2:^0^ GOAL 3;Ge 



123- 4 TRAPEZOID MONKS _ ^ 11250 

Because, these mbnfes speak only once every ten years 

the world waits patiently as they define and ' 
illustrate a trapezoid. 

GOAL 1:0 GOAL 2:-0- GOAL 3:G6 



erIc 



:46 
BUM 

(-) 



123- 2 KING FOR A DAY ^ ^ li26Q g.^. 

When^a king wants to divide his trapezoidaliy-.^haped STU 
country into 3, pieces— 2 of which are the same size 
but smaller than the third— he cuts off a triangle 
from each side, leaving a large rectangle. 



(R) 



123- 3 PERSON ON THE STREET: TRAPEZOID l?67l ^.^y 

The Peiaon on the street Interviewer asks a variety lap 
of people vrtiat a trapezoid is. 



2:29 
STU 



123- 5 MATraaNl EVEN NUMBERS 155§0 ^58 

Mathman plays a video game in which he must eat orlv ant 
even numbers. ■* 

GOAL 1:C GOAL 2:-0- GOAL 3 : B3 (X) 

123- 6 DADD2^I®0WS DIFFERENT: lAWN MOWING - 1 11191 

Dad^ and Rusty discuss how to figure out the area of 
their irregular lawn in order to determine how much 
to pay Rusty for mowing it^ Dad decides to uses his 
Super Mower with built-in measuring device. 

GOAL l:A G GOAL 2:A1 A3 B3 B4 Clb GOAL 3:02 C4 

C2C 



2:22 
STU 



(R) 



SQUARE ONE TV: WEEK 5 

123- 7 ROMAN NUMERAL BLUES 11340 

Luisa enters a dream-like world in this song about 
Roman numerals. 

GOAL l:A C GOAL 2: -6- GOAL 3:A2 



GOAl l:-0' GOAL 2:-0- GOAL 3:-0^ 

123- 9 OOP^' DIVISION 6 INT0_42i2 16750 

A r-Ohfused scientist fails to acknowledge place value 
and m^kes a long division mistake that causes a 
stbck-fobtage disaster. 

GOAL i:A GOAL 2:A1 A2 B4 Dl GOAL 3:A2 Bl 



3:07 
SON 



(X) 



123- 8 DADDY KNOWS DIFFERENT^ lAWN MOWING - 2 11192 3.IQ 

When Bad's Super Mower with^ built-in measuring device PAR 
fails to--measure the lafm^ Rusty pulls out ah aerial 
photograph of the lawn. The two figure but the area 
- but Dad's already mowed the lawn. 



(-5 



1:50 
STU 



(R) 



123-10 MATHNETaPROBLEM OF THE DlRTY^MbNEY-3 11053 6^02 

The Mathnetters discbver that a famous bank robber NET 
once lived in the house that previously sat atop the 
land from where the dirt was stolen. 



GOAL l:-0- GOAL 2:A1 Bl GOAL 3:-0- 

124- 1 SHOW OPEN 



-0- 

GOAL l:-0- GOAL 2:-b- GOAL 3:-0- 



15950 :4s 



GOAL 1:C GOAL 2:-0- GOAL 3:B2 

124- 3 MATINEEMCVIE: DIALING FOR FACTORS - 1 12081 

Shirley Schlemmer^ a television celebrity, asks her 
viewers to call in with the factors of 84. 

GOAL i:e GOAL 2:A1 GOAL 3:B2 Bl 



BUM 
(-) 



124- 2 MATHMAN: PRIME NUMBERS 15600 1-30 

Mathman plays a videogame in whieh he must eat only ani 
prime numbers. 



(X) 



: 36 
STU 



(H) 



ERIC 



S(2tJARE ONE TV: WEEK 



4 MR. BLAND BUILDS HIS DSEftM-HOUSE - i 12091 
Mr. Bland hires Stan_and pllie to make him a 
rectangular window using his 17 antique panes of 
glass. But, he does not want a long thin rectangle. 

eOAL 1:A C GOAL 2:A1 B4 D2 D4 Cle GOAL 3:B2 Bl G6 



5 MATINEE MOVIE: DIALING FOR FACTORS r- 2 12r.^2 

A_caller ca, l - n with the factors of 84, li'-ti^-? all 

the factors a^.a reiterating the prime ones 

GOAL 1:^0- GOAL 2:-b- GOAL 3:--0- 



6 MR. zBIAND BpLDS HIS DREAM HOUSE - 2 12Q92 

When Stanley^ inadvertently breaks l and then 2 panes 
of glass^-that leaves 16 and then 15 panes to work 
with. Because these numbers are hot prime, they form 
several rectangles. 

GOAL l:-0- GOAL 2:-0- GOAL 3:-o- 

7 MATINE^ MOVIE 1 DiALING FOR FACTORS - 3 12683 

f^'^tJ:?^,?^^^®"?®^ "•^^^"^^ audience for tuning in 
to "Dialing for Factors" and asks then to join her 
next week for the Matinee Movie. 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

8 (MR.^BLAND) NEWSROOM INTERRUPT: 11 12093 

GOAL l:-d- GOAL 2:-0^ GOAL 3:-0- 

9 SHOW_^REMAINbER 4 ( GONE TO COME) 17711 

GOAL l:-0- GOAL 2:-b- GOAL 3:A5 

0 BUREAU^OF THE MISSING NUMBERS: 9 15440 
Terry^Ryan, an investigator,, takes information 
pertaining to the number 9 and inputs this 
inforaation into her computer^ These characteristics 
include factors^ if it is prime or square, etc. 

GOAL 1:A GOAL 2:A1 B3 B4 C2c GOAL 3:B2 B3 



71 



V 



SQUARE ONE TV: WEEK 
124-11 NINES . ... . _ . 15870 

The cast s±ngs_a country music tune expressing the 
idea that the sum of the digits of any multiple of 9 
always add up to 9 or a multiple of St. 

SbAL l:B C GOAL 2'.-Q- GqaL 3:B2 02 Bl 

124-12 BUT WHO'S ADDING: 6 16815 

Two contestants attempt- to cover three numbers in a 
row by selecting addends of those numbers from the 
Addend board and calling out the resultant sum. 

GOAL i:A e C30AL 2:A1 B4 BS Clb Clc GOAt 3:B1 Dl 

CiC 

124-13 MATpET: PROBLEM OF THE^DIRTY MONEY-4 ^ 11054 

The ?lat>5netters do an analysis of the soil frc« the 
Abandoned Gravel Pits and that of Mailbag's bacfe 
yard. They also determine that the footprints at the 
Pits and in Mailbag's garden are the same. 

GOAL i:-d- GOAL 2:A1 Bl GOAL ? : -0- 



125- 1 SHOW OPEN 
-0- 



15950 

GOAL 1:^0- GOAL ^:-0- qOAL 3:-0- 



.25- 2 AMAZING STORM Of NINES - 1 11351 

A^cfaaracter stumbles upon a genie who explains the 
amazing_story of nines to him. He learns that the sum 
of the digits of any multiple of 9 is 9 or a multiple 
of 9 . 

GOAL l:B GOAL 2:-0- GOAL 3:B2 D2 Bl 

Ai 

5- 3 DANCE DP fp GEO SHAPES : HEXAHEDRON 13605 
eomputer graphics illustrate and highlight a 
hexahedron as it rotates in space. 

GOAL 1:B GOAL 2 : -0- GOAL 3:G6 Gl 
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z SQUARE ONE TV: WEEK 5 

I i25- 4 AMAZINGSTSSY OF NINES - 2 11352 1-03 

The genie provides examples that illustrate that the PAR 
sum of the digits of any multiple of 9 is 9 or a 
multiple of 9. 



GOAL l:-0- GOAL 2: -6- gqAL 3:-0- 



GOAL 1:S GOAL 2:-0- soAL 3:G6 G1 



ERIC ^ 



(-) 



125- 5 DANCE OF THE GEO SHAPES rPENTAGp PYRAMID 13602 -20 
computer graphics illustrate and highlight a pentat-on ^ni 
pyramid as it rotates in space 



(X) 
1:42 



^:26 
SON 



125- 6 AMAZING STORY OF NINES - 3 11353 

The genie provider, over, more examples illustrating PAR 
that the sum of the digits of any multiple of 9 is 9 
or a multiple of 9. 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- (-) 

125- 7 CHANGE-YOUR POINT OF VIEW 16740 

in a Middle Eastern l3azaar> two children meet up with 
I a wizard who helps them solve the mystery of the 

hieroglyphic. He stresses looking at the problem in a 
variety of different ways. 

GOAL l:-0- GOAL 2:-0- GOAL 3:Dn 

125- 8 (BLACKSTONE) LEAD-IN & TAG 3.55^0 
-Q- 

GbAL l:-0- GOAL 2: -6- GOAL 3:-0- 

125- 9 BLACKSTONE: ONE TO EIGHT MIND READING 13445 
Blackstbhe has 4-slips of paper numbered 
l-2,3-4^5-6,7!-8 on front and back. Because all the 
odd r-mbers are face up, when a spectator turns over 
any ox the paper slips, the answer will always be 17. 

GOAL l:-0- GOAL 2:-0- GOAL 3:B3 D2 

125-10 (FRACTION RAP INTRO) LOGO 17860 

GOAL l:-d- GOAL 2:^0- GOAL 3:-d- 



(X) 



:09 
BUM 

(-) 



2:44 
STU 



(X) 



:07 

BUM 
(-) 



- SQUARE OnE TV: WEEK 5 

I 125^11 FRACTION RAP, THE ^ 16710 2-40 

tarry and Reg rap about fractions. SON 

GOAL 1:A C GOAL 2:A1 A3 B4 D4 GOAL 3: A3 Bl (R) 

125-12 MATHNETrPROBLEM OP THE_eiRTy MbpY 11055 8-41 

The Hathhetter use problem-solving skills as they net 
re-ex&mihe their hypothesis and calculate the weight 
of $1,000,000 in $1 or $5 bills. 



GOAL 1:A GOAL 2:A1 Bl B2 B3 B4 GOAL 3: A3 



(R) 



I 



ERIC 
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SQUARE ©NE TV: WEEK 6 



126- 1 SHOW OPEN 15950 
-0- 

GOAL l:-0- SOAL 2:-Q- GC'X 3:-0- 

126- 2 DATA HEADAeHE-ill ±4310 

A corporate executive uses a line graph to organize 
her expenses and rid herself of a data headache. 



126- 7 INFINITY (SONS) 16230 

The song introduces the idea that there is no largest 
number. The graphics suggest several infinite 
collections to support the song. 

GOAL 1:B C GOAL 2:-0- GOAL 3 : Dl Bl 



^ :46 
BUM 

(-) 



l1:10 
STU 



GOAL l:A GOAL 2:-0- GOAL 3 : F6 (X) 



4:36 



i26- 3 DRAGON MAINTENANCE _ _^ 13520 4- 

Two representatives from the Dragon Maintenance Go. STU 
use a pie chart to show a knight the cost breakdown 
of raising a dragon. 

GOAL l:A e GOAL 2:A1 Bl Cld GOAL 3:P6 A5 (R) 

126- 4 GRAPH OF LOVE 11700 

Beverly uses a broken line gr?ph to rate her 
boyfriend from September to May. 

GOAL 1:A G GOAL 2:-0- GOAL 3:F6 Di 

126- 5 (BLAeKSTONE) LEAD-IN & TAG 15540 

-d- 

GbAL l:-0- GOAL 2:-0- GOAL 3:-0- 

126- 6 BLACkSTONEi A CARD_TRieK W/OUT CARDS ^ 13444 

Using ah^ihr-isibie deck of cards, Blackstbhe asks a 
spectator-to pick a card, apply mathematical 
operations, and tell him the number. Blackstone uses 
operations and names the original number. 

GOAL l:-0- GOAL 2 : -0- GOAL 3 : D2 Bl (X) 



2:58 
SON 



:C9 
BUM 



(-) 



3:45 
STU 



3:18 
SON 



(X) 



~ SQUARE ONE TV: WEEK 6 

P 126- 8 INFINITY (INFINITE RESRESS) 16250 ^41 

The^ camera 2bQms_±n on Beverly sitting in a room with ANI 
a picture of Beverly sitting in a room with a picture 
of Beverly sitting in a room — to illustrate the 
idea of infinite regress. 

GOAL i;B GOAL 2:-0^ GOAL 3:D1 G2 (XJ 



126- 9 INFINITY REPRISE: 1 10231 
-0- 

GOAL i:-0- GOAL 2:-b- GOAL 3:-0- 



127- 1 SHOW OPEN 15950 
-0- 

GdAE l:-b- GOAL 2:^0^ GOAL 3 : -0- 

127- 2 EAGLE EXPRESS : TULSA - 1 11331 

George and Junior use a map whose scal-^ is l inch* 5d 
miles to figure out the distance betwefi-i Detroit and 
Chicago i 



:02 
BUM 



126-10 MATHNETlMYSTERY OF THE MALTESE PIGEON-1 14081 10:18 

George calculates a batting average. A hew client NET 
enters and wants them to determine how many people 
can view the priceless Maltese Pigeon. The 
Hathnetters use a map of the museim and do 
arithmetic. 

GOAL 1:A GOAL 2:Al B2 B3 B4 Cla GOAL 3:B1 Dl G4 (R) 



:46 
BUM 

(-) 



2:24 
STU 



GOAL t:A C GOAL 2:A1 Bl B3 B4 Dl GOAL 3:C1 G4 Bl (R) 

Cla 

127- 3 DRAW A "AP 16690 2-14 

In order for Luisa to reach Arthur's house, he gives son 
her instructions to make a map. He includes 
significant landmarks and uses a scale where 1 inch 
equals 1 mile. 

GOAL i:A C GOAL 2:A1 Bl B3 Cla GOAL 3:G4 G4 C2 (R) 



ERIC 
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SQUARE ONE TV: WEEK C 

127- 4 EAGi^^EXPRESS: TULSA - 2 11332 

junior uses a different map to determine the distance 
between Detroit and Tulsa. Her calculations are 
wrong, however, because she uses the wrong scale. 

GOAL l:-0- GOAL 2:-b- GOAL 3 : -G- 

127- 5 (APPLIANGE PULL I) LEAD IN 12184 
-0- 

GOAL l:-0- GOAL 2:-0- g6aL 3:^6- 



4:22 

PAR 



:07 
BUM 



(-) 



(R) 



2:04 
STU 



127- 6 APPLIANCE PULL: 1: (PT. 2 ^DELETED) 12181 2-32 

Wide Wide World of Sports You Never Heard Of visits STU 
an Appliance Pull where two competitors must pull a 
heavy appliance 450 yards around a rectangular park. 

GOAL l:e GOAL 2:A1 Bl B2 B4 Dl GOAL 3:C2 Bl r,6 

D2 Cla e2a G4 

127- 7 FORTUNE TELLER 14750 

A fortune teller correctly guesses Arthur'.^ age by 
I asking him to perform a series of operatic; s on this 

number. She simply performs the inverse operations on 
the new number to arrive at his age. 

GOAL l:A B C GOAL 2:-0- GOAL 3:D2 Bl (X) 

127- 8 APPLIANCE PULL: 3 12183 i-35 

Mthough the cbmpestitbr in the inner lane finished par 
the race firsts the perimeter of the rectangle he 
travelled was not the full 450 yards - so the 
competitor in the outer lane won the race. 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

127- 9 VO: DON'T DESPAIR 17325 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



:Q6 
BUM 

(-) 



ERIC 
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SQUARE ONE TV: WEEK 



10 ?'-\T|mET: MYSTERY OF THE^MALTESE PIGEbN-2 14082 

Wheii the Pigeon is -Stolen, the Mathnetters suspect 
Noel Nile and Kaspar Stoutman. Knowing Stoutmah's 
license number, they search a DMV database to get his 
address . 

GOAL l:-6- GOAL 2:A1 A2 Bl isOAL 3:F4 



1 SHOW OPEN 
-0- 

GOAL l:-0- GOAL 2:-0 



15950 
GOAL 3:-0- 



2 SUDS: RAFFLE TICKET - 1 lOOlO 

The 3 Suds characters discuss buying a raffle ticket 
that will give then a I/IOSO chance of winning. 

GOAL l:A C GQ\h 2:Ai B4 B5 Dl 02 GOAL 3:F1 A3 A2 

eie e2a 



PERSON ON THE STREET: DODECAHEDRON 13062 

The Person on the Street Interviewer asks a varietv 
of people what a dodecahedron is. 



GOAL l:C GOAL 2:-0- 



GOAL 3:G6 



4 DANCE OF THE GEO SHAPES: DODECAHEDRON 13606 
Computer graphics illustrate and highlight a 
dodecahedron as it rotates in space. 

GOAL l:a GOAL 2:-(;-^ GOAL 3:G6 Gl 



5 SUDS: RAFFLE '-1CKET - 2 ^ 10030 

Becaus' the 3 characters did not contribute equally 
to the purchase of the ticket, they discuss splitting 
possible winnings according to the percentage of the 
ticket cost they put up initially. 

GOAL l:-0- GOAL 2 : -0- goAL 3: A3 F4 Bl 
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- SQUARE ONE ?V: WEEK 6 

' 128- 6 GREJfPbD AND BLpTMO: SPONGE CANDY 14420 

Srempod, a Rigelian alieh^ offers 6±s pal Blotmo a 
ripe: sea fig from the planet Xerkne if he can guess 
which Of his 4 hands holds the treat. The probability 
is 1/4 that Blotmb will choose correctly. 

GOAL l;e GOAL 2:A1 A2 31 B5 Dl GOAL 3:Fi A3 

C2a 

128- 7 SUDS: -RAFFLE TICKET - 3 10040 

Although the Suds characters have the first 2 of the 
3 nufflbers, they do not have the last number - and, so, 
don't win. As consolatibh, the clerk tears their 
ticket into 2 quarters and i half piece. 

GOAL l:-0- GOAL 2:-0- GOAL 3: A3 

128- 8 (TONY & TOGAS INTRO) LOGO 17890 
-0- 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

128- 9 TONY «JD THE TOGAS ^,100 

A Phoenician singer finds himself recordiii^ a song in 
Rome and learns about Roman numerals in the process. 

GOAL i:-0- GOAL 2:^0- GOAL 3:A2 

128-10 (BLACkSTONE) LEAD-IN & TAG 15540 

-b- 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

128-11 BLAeKSfONll DIME, PENNY, NICKEL^ 15537 

Blackstone uses a fundamental property of even and 
odd nvunbers to correctly identify which hand holds 
the dime and which holds the penny. His follow-up 
trick depends oh psychology — not mathematics. 

GOAL l:-0- GOAL 2^-0- GOAL 3 : B3 Bi 



2:18 
STU 



(R) 



1:10 
STU 



(R) 

:10 
BUM 



6:25 
SON 



(X) 



:09 
BUM 

(-) 



2:04 
STU 



(X) 



ERIC ^ 



SQUARE ONE TV: WEEK 



8-12 MATHNET: HESTER? OF THE MALTESE PIGEON-3 - 14083 

When someone steals the real Hal tese Pigeon from 
Stoutmah, Noel Nile becoiaes the prime suspect - until 

pops a hole in Maureen O'Reilly's alibi, meaning 
she lied about her whereabouts s 

GOAL l:A GOAL 2:A1 Bl C4a GOAL 3:-0- 



" 1 SHOW OPEN 
-0- 

eOAL i:-b- GOAL 2:-0- 



15950 
GOAL 3:-b- 



»- 2 MATINEE MOVIE PROMO 12631 

Shirly Schlemmer asks her viewing audience to tune 
into "Cartablanca", today's Matinee Movie. 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



- 3 PERFECT SpARES 13140 

A blues band sings about square numbers and 
graphically suggests their connection to geometry. 

GOAL l:A C GOAL 2:-0- GOAL 3:B2 Bl 



4 OOPS! SUBTRACTION 30e_ -^163 16610 

A confused engineer makes a 'borrowing' mistake in a 
subtraction problem and causes a stock-footage plane 

GOAL l:A GOAL 2:A1 A2 B4 GOAL 3:A2 Bl 



- 5 MATINEE MOVIE: CARTABLANCA-^ 12630 

As three characters attempt to leave Cartablanca by 
plane^ an Inspector rounds up their Weights to make 
sure that they do not exceed the maximum load. 

SOAL i:A GOAL 2:A1 A2 B2 B4 Dl GOAL 3 : B4 Bl 



6 SHOW REMAINDER 5 (100% OVER? LEFT) 
-0- — ' 



GOAL l:-0- GOAL 2:-d- 



17721 
GOAL 3:A5 



SQUARE ONE TVi WEEK 6 

f 129- 7 PERCENTS , : . • 5380 2-25 

This glitzy song escpresses the relations among SON 
percents, fractions, and decimals. 

GOAL i:A C GOA£ 2:-0- GOAL 3:A5 A3 A4 (X) 

i29- 8 MATIfflAH: PEfieENpSES LESS THAN 1/2 15720 1.13 

Hathman plays a video game in which he eats Zvwt 
percentages less than 1/2. 



GOAL l:C GOAL 2:-0- GOAL 3:A5 Dl 



(X) . 



129- 9 (GIANT SQUID) LEAD IN 13481 . 05 

"°" BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



129-10 IN SEARCH OF THE GIANT SQUID ^ 13480 3. 51 

The navigator Of a submarine fails to consider the STU 
concept of scale— - and mistakenly thinks that they 
are only centimeters away from a giant iceberg. 

I GOAL l:A C GOAL 2:Ai B3 34 Dl D4 GOAL 3:G4 Ci G4 (R) 

Cla 

125-11 WARNING 5 (UNDERSTAND KIND OF SOLUTIONS) 17585 . O9 

BUM 

GOAL l:-0- GOAL 2 : -0- GOAL 3:-0- 



(-) 



129-12 MATHNET: MYSTERY OF THE MALTESE PIGE0N^4 14084 j-r 

The Hathnetters use a databaie to check for names net 
associated with the Maltese Pigeon. They then talk 



with an ice sculptor and surmise that the Pigeon 
could have been an ice sculpture that melted away. 

GOAL 1:A C GOAL 2:A1 Bl B2 B3 B4 GOAL 3:-0- /rS 

C4b ^ ' 

130- 1 SHOW^OPEN 15953 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



(-) 



ERIC 



81 



?".QUA31E ONE TV: WEEK 

- 2 (PHONEY. JUGGLING j NEWSROOM INTERRUPT: 19 131li 
-0- 

GOAL i:-0- GOAL 2:-0- GOAL 3:-0- 



3 PHONE?80ONERS; JUGGLING THE BOOKS I3ii: 

ftlpfty^ fhrocionorton, and Audrey have 3 pi ies ci 27 
19/ and 5 books. To make sure that each one is ' 
carrying the same load, they rearrange the books to 
make 3 equal piles - and so find the average. 

GOAL 1:A C GOAL 2:A1 A2 El b3 Cle GOAL 3 : F2 Bl 

e2c 



4 GROCERY PAeKlNG - i 13 631 

This_4^part^sketch illustrates the idea of a 
non^computational algorithm by correctly placing 
groceries in a bag. in part 1, Hebbish errs by 
putting a heavy can on top of the eggs„ 

GOAL l:-0- GOAL 2:A1J31 B6 Dl Cle GOAL 3 : D2 

C2c 



5 YOU CAN eoUST ON IT 16680 

This song presents various ways that math shows ud in 
the world. 

GOAL 1:A C GOAL 2:-0- GOAL 3: CI 

6 GROCERY PACKING - 2__ ^ 13632 

Nebbish dbesnlt break the eggs this tiwe, but he 
squishes a loaf of bread by placing a J^eavy box of 
soap on top of it. 

GOAL l:-b- GOAL 2:-0- GOAL 3:-0- 

7 SHOW_ REMAINDER 3 (DEC. SUBTRACT?) 17701 

GOAL l:-0- GOAL 2:-0- GOAL 3:A4 



SQUARE eiNE TV: WEEK 6 
130- 8 GROCERY PACKING -_3 - ,3..- 

Hill this^guy ever learn? He puts tfie heavy cln of ^a^^^ 
brussel sprouts in: first, but then puts thJ Savv box 
of soap on top of the eream puffs. ^ 

GOAL l:-0- GOAL 2:-0- gOAL 3:-0- (.) 

136- 9 TROUT ON YOTO HEAD iiriirS 

uiustr^i'^J^^I "^^1 a^ horizontal bar graph to g^" 
illustrate that most quacks sampled suggest euttin^r a 
trout on one's head as a headache reledy! ^^^^^^^ * 

GOAL l:A C GOAL 2:A1 B3 Dl Cid g6Al 3:F6 A5 

130-16 GROCERY i^eklNG - 4 



UMHU ^ t6e can into the bag liiit, 

t^en_the box of soap. Now, he is free to ^ut the 

sluishiSny?"'' ^''^ """^ - 
GOAL l:.0- GOAL 2 : -0- GOAL 3:-0. 

130-11 BUT WHOIS ADDING- 4 .gg^g 

I^S £°"t«?tants attempt to cover three numbers in a 
IaI^^ selecting addends of those numbr-s from the 
Addend board and calling out the resui nt 1^. 

GOAL l:A C GOAL 2:A1 B4 B6 Clb Cic GOAL 3 : Bl Dl 



C2C 



130-12 MATBWETiMYSTERY, OF, THE HALTESE PIGEON-^ 14085 
l^ls^^S? "^^hematicaliy, the 

B®" 'determine that Bridget stole the bird 
from Gutman - and they trap her into a confession. 

GOAL l:A GOAL 2:A1 Bl GOAL 3:-0^ 



ERIC 



C3 



(R) 



13634 1-05 



PAR 



GAM 



(R) 



^:27 
NET 



(R) 



SQUARE ONE TV: WEEK 

1 SHOW OPEN 15950 

-0- 

eOftL i:-r- GOAL 2:-b- GOAL 3:-b- 

2 MATHEMATICS -R USi PLACE VALUE HOLDER ibi20 

Smiiin' Al offers his:custbmers_a_piace Value Holder 
'^.-^signed to Jcrep track of digits and make ntiinbers up 
?! ?ind including 999,999,999. (Conmas included) 

GOAL l:C GOAL 2:-0- GOAL 3:A2 Dl 

J lT.ON BONS) LEAD IN 14443 
-0- 

SOAL i:-b- i?OAL 2:-0- GOAL 3:-d- 

4 BATTLE OF THE BULGE CATERERS • ^.I^N DCNS-l 14441 
The B Of B Caterers^ receive .in crde.: fcr 5367 
candies. Private _Matter- goes tc the -u-dmatic Boh Boh 
Boxer and Wrapper and sets the thousands, hundreds, 
tens and ones counter co the right dial. 

GOAT, ijft e GOAL L:A1 A3 31 B4 Clh) GOAL 3:A2 

Cle C2a C4a 



5 MISTAKES 10200 

This song uses a_vaud**v^ He setting to convey the 
message that^ everyone nskes mistakes and everyone 
learns from mistakes. 

GOAL i:A e GOAL 2;~0- GOAL 3:-o- 



6 BATTLE OF THE BULGE CATERERS^ BON BbNS-.2^ 14442 

When the lautbmatic Bon Bon Boxer and Packer misfires 
Private; Hatter must manually re-set the dials and ' 
correctly transfer the numbers from one counter to 
the next. 

GOAL l:-0- GOAL 2: -6- GOAL 3:-0- 



7 SHbW^ REMAINDER 4 ( GONE fO COME) i77li 

-0- 

GOAL i:-0- GOAL 2:-0- GOAL 3:A5 



64 



SQUARE ONE TV: WEEK 7 

i3i- 8 POS VS.. NES^jOUSTSj THE WALL i5295_ 

When nine "negative" clay-mation creatures surprise 4 ANI 
•Jpbsitive" creatures, five "nsgative" creatures 
reataini 



ERIC 



85 



:35 



GOAL i:A GOAL 2:-0- GOAL 3:A6 Bl (X) 



1:34 



2M4 

STU 



131- 9 DROPPED COIN ^ ^ ^^^ _ I4O40 i. 

A boy and a girl_use subtraction to figu;-^ but how laf 
much money the boy dropped down, a street grate, if he 
started with $1.69 and now has $1.44. 

GOAL l:A C GOAL 2:A1 B4 Cle GOAL 3:B1 

131-10 ZERO PACS 14570 

In this mock comKr.tei->t. s-:;raldine Jip offers the Jip 
Miracle Zftrb, a ' ^ ? i.c rhsL enables one to multiply 
by 10 by ahiftitj ti.,^ digits of that number tb 
the ieft and tacking on vne Miracle Zerb. 

GOAL l:A e GOAL 2 : -0- SOaL 3:A2 Bl 

ni' il iiATHNr^-rpROBLEM OF THE TROJASf_HA^BURG-l 11041 
The Mathnetters use a database to locate the 
kidnapped Hans BaIIpeen's^abanc3oned car. They also 
investigate a gigantic hamburger made of Wdbd. 

GOAL 1;A e GOAL 2:A1 B3 GOAL ^:F4 

132- 1 SHOW OPEN 15950 

-b- 

aOAL 1:^0- GOAL 2:-d- ^OAL 3:-0- 

132- 2 EAGLE EXPRESS: BEMIDJI - 1 12941 

George- and- Junior use a map scale to determine how 
far they ^ have to travel if their base is Detroit and 
they have to (deliver packages tb Bemidji, mn and 
Columbus, NB. 

CSOAL l:A C GOAL 2:A1 B3 B4 bl 02 GOAL 3:C2 G4 Bl 

b3 eia C2c C4a 



5:47 
NET 



_ i46 
BUM 



2:56 
STU 



(R) 



SQUARE 0112 Ti WEEK 

2- 3 FEET INTO METEBS^^ = ^_ iBSiO 

In this punning sketch, acustdmer wants to change 9 
feet_±nto-meters and receives: hot quite 3 parking 
meters - because 9 feet is a little less than 3 
meters . 



GOAL 1:C GOA"* 



GOAL 3:C1 



2- 4 aGLE EXPRESS: BEMlDJi^- 2 ^ 12942 
George and Junior learn that it is much more 
efficieht^to take the triangular route between 

^^BfS^^^^^I"-?^^*^*"^ Columbus - rather than back and 
forth and back and forth. 

GOAL i:-b- GOAL 2:-0- GOAL 3:-0- 

- 5 METRIC ELECTRIC, LOVER ^ _ _ _ 12730 
A_ heavy metal rock band- sings a song about the 
different vocabulary used in the Metric and English 
measureineht system. 



GOAL 1:C GOAL 2:-0- 



GbAL 3: CI 



6 BUT WHO* S ADDING: 7 Igg^g 

Two contestants attempt^to^ cover three numbers in a 
rqv by selectinr addends of these numbers from the 
Addend Board and calling out the resultant sum. 

GOAL l:A C GOAL 2:A1 B4 Be Clb Cle GOAL 3:B1 Dl 

C2C 



7 (VERY NICE) NEWSROOM INTERRUPT: 26 14551 

-0- 

GOAL 1:^0- GOAL 2--b- GOAL 3:-b- 

8 HATKIETlPROBI^M OF THE TROJAN HAMBURG -2 11042 

'^he_Mathnetters calculate how much a 7x7x4 ft oak 
hamburger_,boX: would weigh. They return to the scene 
more guickly than expected^ when Orson Kane discovers 
that someone has stolen the Despair Diamond. 

GOAL l:A GOAL 2:A1 A2 Bl B2 B3 GOAL 3:e2 HI r3 

B4 Clb C2C C^ n 
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I SQUARE ONE TV: WEEK 7 

" 133- 1 SHOW OPEN 15950 



GOAL l:-0- GOAL 2:-0^ goaL 3:-d- 



133- 7 KINGIS SfOdGES 11740 

ffie Stooges must arrange tables of 4 for 20 people 
They can't usse 5 separate tables, and they realize 
that they will heed mbre_ than the "5 tables if they 
are to have any sort of a line arrangement. 

GOAL 1:A QQkL 2:A1 B4 B6 Dl D2 GOAL 3:02 G6 

D3 Cla C4a 



ERIC 



146 
BUM 



(X) 



:09 
BUM 

(-) 



2:33 



133- 2 PHOMER: FIBONACCI SEQUENCE 15960 

Arthur has a dhe-sided telephone conversation where ST^ 
he writes down the Fibonacci Seguence — a series of 
numbers beginning with^i^ whose next term is generated 
by adding the two terms previous. 

GOAL 1:A e GOAL 2:-0- GOAL 3:B3 02 

133- 3 (BLACKSTbNE) LEAD-IN & TAG 15540 
-0- 

GbAL l:-0- GOAL 2:-0- GOAL 3:-0- 

133- 4 BLACKSTONE: LIGHTENip-eALCULATbR 15534 
BlacJcstbne has the spectator create a Fibonacci 
series^of^lO nur-ars where each term is the sum of 
the_two previous. He can calculate the sum of the 10 
because it equiiis the 7th term multiplied by 11. 

GOAL l:-0- ^^AL 2:-0- GOAL 3;E? Pi 

133-5 (LIGHTENING CALCULATOR OUTRO) LOGO 17920 

GOAL l:-e- GOAL 2:-0- GOAL 3:-b- 

133-6 MATlSANl PERCENTAGES MORE THAN 1/2 15710 

Mathmar. plays a video game in which he must eat only 
percentages that are less than 1/2. 

Gw.iL 1:0 GOAL 2:-b- GOAL 3:A5 Di (xj 



2: 08 



:12 
BUM 

( = ) 



1:17 
ANI 



6:13 

s>TU 




ERIC 



SQUARE ONE TV: WEEK 

134- 4 WELCOME BACK:; BLOTTER _ 13230 

Jt's Mr. Blotter's birthday, and the Warthbgs give 
him prejehts that illustrate the concept of percent i 

GOAL 1:A e SOAL 2:-d- GOAL 3:A5 A4 i 

134- 5 VO: DON'T DESPAIR 17321 
-0- 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

134- 6 EIGHT PERCENT OF HY LOVE 11480 

Cris tises percentages to sing about the various ways 
his love is_divided. As oris mentions, a percentage, a 
dr\immer displays the corresponding wedge of a pie 
chart -. 

GOAL 1:A C GOAL 2:^0^ GOAL 3:A5 F6 

.34- 7 BUT WHO'S COUNTING: 5 12115 

Kid cpntestahts arrange 5 rand^ chosen digits in 
un atteupt t^ form the largest possible 5 digit 
number. To play, they must apply some knowledge of 
pierce value and probability. 

GOAL i:A C GOAL 2:A1 B4 D2 Gib e2c GOAL 3:A2 bl F 

34- 8 SIDE BY SIDE 16090 

In this mock cc?mmercial format a man displays a 
young girl using her head as an estimatinq tool. 

GOAL l:e GOAL 2:-0- GOAL 3:B4 Bl 

34- 9 MftTfmEf: PROBLEM OF TH2 TROJAN HAMSURG-4 11044 

Hans Balipeen returns and tells^the Mathnetters that 
his kidnappers forced him to cut the diamond into 7 
pieces. They hypothesize that the burglar got in the 
house via burger and out via ballon. 

GOAL l:-0- GOAL 2:A1 Bl GOAL 3:-0- 

5- 1 SHOW OPEN 15550 
-0- 

GOAL l:-0- GOAL 2:-d- GOAL 3:-0- 



89 



SQUARE ONE i '; WEEK 7 

f 1-^5- 2 DGM'T RATIO WITHOUT IT : lUfir. ji^i 

In this coir.iiercial ta]cerbff> the subject is tne STH 
colon, a c: itical symbol for any ratio. 

GOAL i;A GOAL 2: -6- GOAL 3 : B5 (Xj 



135- 3 DON'T BE NOSEY- 13650 ^■ 

The ratio of-^people wearin.7 nose glasses to those who STU 
are^not changes several ti.ii^s within a party of 
peooie. 



2:15 



GOAL 1:C GOAL 2:-0- GOAL 3:B5 A3 

135- 4 VO: DON'T DESPAI?, 17325 
-0- 

GOAL l:-e- GOAL 2:-0- GOAL 3:-b- 

135- 5 (BEAeKSfbNE) LEAD-IN & TAG 15540 
-0- 

GbAL 1 : -0- GOAL 2 : -O- GOAL 3 : -0 - 



(X) 



:06 

BTJM 



i09 
BUM 



135- 6 BLAGKSTONE: 1 _ 10372 Tr- 

BlacJcstbne asfca the spectator to take a 3 digit bTu"^ 
number^^reverse the digits^ subtract the smaller from 
the^larger^ reverse those digits (treat it as a 
3-digit number), and gets the answer 1089. 

GOAL l:-0- GOAL 2:-0- GOAL 3:D2 G2 Bl (X) 

l35- 7 PROBI^ SONG: ^^^^ igjgg 2-27 

Arthur _sblves_the problem of how many apples he rnd SON 
another character can pnel in 3 hours by using 
addition, multiplication, and division. 

SOAL 1:A C GOAL 2:A1 B4 ele e2a GOAL 3:B5 A3 Bl (R) 

C2c 

135- 8 (COATRAGK) I£AD IN 13©'- « 

BUH 

GdftE l:-b- GOAL 2 : -0- Gu.'^L 3:-C..- (-) 




00 



SQUARE ONE TV: week 7 
i35- 9 COATRACK ______ ^ ^39^0 - 

Koatrackahd^Snafu practice, trial and error t6 fimjre STU 
out how^to^pour exactly 4 liters from a 3 liter i^d 
a 5 liter measure. 



S6AE 1:A C GOAL 2:A1 A2 B1^B3 B4 GOAL 3: CI 62 

B6 D3 eie e2c 

i35-i0 EB: DOUBLE STAR POLYSON 17110 

This short animation^ illustrates a 5-pbiht star that 
is circuniscribed by a pentagon. 

GOAL l:B GOAL2:-0- GOAL3:G6 



d X. 



ERIC 



m 

12:08 



135-11 HATimEf: PROBLEM OF THE TROJAN^ HAMBURG- 5 11042 12- 

When a_half cup of: coffee^ suddenly becomes full, the net 
Matnnetteys know that^a solid must have displaced the 
ccf fee. They recognize that Hans dropped the diamond 
ir. the cup and caused the liquid to rise 

GOAL l:-0- GOAL 2:A1 Bl B2 C4b GOAL 3:-0- 



136- 1 SHOW OPEN 1^956 
-0- 



SQUARE ONE TV: WEEK 8 

: 145 



GOAL Ir-O- GOAL 2:- CjbAL 3:-0- 

136- 2 HARRY'S HASm^GER HAVEN ^ 14240 

As the Characters attempt to shoot a coaunercial for 
Harry's Hamburger Haven, they note the equivalence of 
decimal, fraction, anc^ r*^rcent. 

GOAL i:e GOAL 2:-u- GOAL 3:A4 A5 A3 



136- 4 VO: HOW MUCH LEFT 17295 
-0- 

GOAL l:-0- GOAL 2: GOAL 3:^0- 

136- 5 BUT WHO'S HHLTIIpi'xK^: S I6SQ4 

Two contestants attempt to co' er three numkers in a 
row by selecting factors of tUese npbefs from the 
Factor Board and calling but the resultant product. 

GOAL 1:A C GOAL 2:A1^B4 B6 Clb Clc GOAL 3:B1 B2 E)l 

e2c F4 

136- 6 EB: MIXEB N^EERS^ 13130 

This snort animation illustraees mixed numbers by 
showing the same amount of liquid in a number of 
different glasses. 

GOAL l:A GOAL 2:-0- GOAL 3: A3 Dl 



BUM 
(-) 



2:21 
STU 



(X) 



136- 3 Action AT the fraction: bar _ _ _ ^ ^13250 2-24 

This music video takes place at the futuristic SON 
Fraction Bar and uses vocabulary words associated 
^ithfractibhSilt_aIso mentions the relation 
between fractions, decimals, and percehts. 

GOAL l:-6- GOAL 2:-0- GOAL 3: A3 -.4 A5 (X) 



: :06 
BUH 



6:18 
GAM 



:17 
ANI 



(-) 
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SQUftKE ONE TV: WEEK 8 



f DINNER BYLtHE DOZEN _. _^ ^. _ 10655 3j43 

Mrs. ?matsw(3rth panics when she realizes that sha ha^ STU 
18 pdpsieles and_i2 guests. But, Clarissa saves the 
day by using fractions. Each guest will receive i i/2 
pbpsicles. 

Sbftt 1:A C GOAL 2:A1 B4 Cle C2a GOAL 3: A3 B5 Bl (R) 

C4a ' 



136- 8 (DINNER BY THE DOZEN OUTRO) LOGO 17940 
-0- 

GOAL l:-0- GOAL 2:-ei- GOAL 3 : -0- 



GOAL 1:A C GOAL 2:Ai A' GOAL 3 : Dl D2 

136-10 EB: SNOWFLfi^ ^ ^ ^ 13120 

This Short -aniaat ion takes a .5; .>*i.^}fe ^^uape that 
continues -to generate ^triangv' i.."fshr-ts and 
suggests the idea of fractals. 

GOAL l:A B GOAL 2:-0- GOAL 3:G2 G6 

136- 11 MATmJETTPROBLEB OF THE^MISSING MONKEY-I 11031 

The Hathnetters- investigate a series of burglaries 
allegedly committed by a monhey that escaped from the 
zoo. 

GOAL 1:C GOAL 2:Al A2 B2 B3 e4a GOAL 3 : C3 Dl 

C4b 

137- 1 SHOW OPEN l-QSO 

-0- 

GOAL i:-b- GOAL 2:-0- GOAL 3:-0- 



ib3 
BIJM 



136- 9 KUBRIGKiS^RUBE ^----^ ^ 15250 ^: 

In order- to Stop its incesaant singing^ Irving- and STU 
Dave-give Hank th-^ computer a program-he can never 
finish: start with 3; add 4; stop if the su-a is even; 
if not go back to step two. 



2:57 



:30 
ANI 



(-) 



8:05 
NET 



(R) 



:46 
BUM 
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o 

ERIC 



SQUARE ONE TV: WEEK 8 



137- 2 HBCzPROGRAHHINS__ 14020 6-46 

A_networ}c_president and program director use a bar STU 
9??P^- to compare the relative popularity of their 



GOAL 1:A C GOAL 2:-0- ^qAL 3:F6 F5 A3 (X) 

F4 



137- 3 MAN^AT DESK (HEAD eALeULAfOR) 16080 

in this conun^srcial take-off, a character reveals the 
human head as the world's most popular calculator. 

GOAL Uk e GOAL 2:-0- SOAL 3:B1 B2 

137- 4 X..|IT«S THE SIGN OFiTHE TIMES ^ . 13530 

|he cast^gives a Hispanic flavor to this song about 
the multiplication symSbl. 

GOAL l:A C GOAL 2:-b- GOAL 3:Bi 

137- 5 EB: STRONGER PERCENTS OF SHOW- 40% 17080 

This short animatior; illustrates that 40% of the show 
i.'i over. ="ww 



137-6 (BLA^KSTONE) LEAD-IN & TAG i5540 

GOAL l:-0- GOAL 2:-G- GOAl 3:-6- 

137- 7 BEACKSTONE: 21 CARD TRICK I5533 

Blackstone starts with^2i^cards in 3 piles of 7 and 
has^the spectator choose a card. He Joes a series of 
manipulations so^that when he spells out a 2 0":/crd 
phrase > the chosen card appears next. 

GOAL i:-0- GOAL 2:-0- GOAL 3:Ai 

137- 8 MATHMAN: FACTORS OF 60 15620 

^athma/» plays a video game in which he must eat bhlv 
factors of 60 i - 



LS.F 



(X) 



3133 
SON 



(X) 



:08 
ANI 



r-G^L l:A GOAL 2:-0- qOAL 3:A5 (-) 



J09 
BUM 



4:16 

STU 



(X) 



1:15 
ANI 



GOAL 1:C GOAL 2:-0- gqAL 3:B2 (X) 



ERIC 
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SQUARE ONE TV: WEEK 8 



137- 9 EB: quS.eRI£&TERAES |2Nb VERSION) _ 16361 -20 

Shis-short^animation illustrates a variety of ANI 
different Jjuadrilaterais. 



9:40 
NET 



GOAL l:-0- GOAL 2:-D- GOAL 3:G6 

137- 10 MATHNETiraOBLEH OF Tp^MiSSING^MON^ lip32 

In their cbhtinued-search for a missing aonJcey> the 
Mathnetters come across information presented in a 
circle graph- and use a map and compass to estimate 
the approximate location of the gorilla. 

eOAL i:A C GOAL 2:A1 Bl B2 B3 B4 GOAL 3:G4 C3 Bl fR5 

B5 Cla El 

138- 1 £-bW_OPEN 15950 .^^ 



GOAL li-Q- GOAL 2:-0- GOAL 3:-6- 



BUM 



.38- 2 ODD NUMBERS STRIKE 13040 4- 

Roland Gummm interviews several odd numbers who have STU 
gone on strike to protest being called odd. 



4:29 



GOAL l:A C GOAL 2:^0- gOAL 3:B3 Bl 



(X) 



138- 3 ODD/EVEN BRICKS^ ^ .3^ 

This ahimation^takes a given line of bricks and adds ANI 
either one or-two more. The corresponding sound 

®£S?ff° ^^^^ to go along with the 

addition. 

GOAL l:B GOAL 2:-0- GOAL 3:B3 (x) 

138- 4 MATH RAP 13021 2:36 

STU 



Kurtii Blow, the rapper, enters the classroom and 
raps a song about mathematics as the cast keeps th 

^^GPL l:-o- GOAL 2:-0- gqaL 3:^0- 



(X) 



ERIC 
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SQUARE ONE Tvj WEEK 0 



138- 5 BtfT -rap* COSTING - TEST SHQt?^^^^ =:: = z: = ^ 13150 - 5117 
Contestants arrange five-randomiy-chosen digits in ah SAS 
attempt to form the_Jargest^possible 5 digit nutiiberi 
To play, they must apply some jcnowledge of place 
value and protabiiity. 



SQAt i:ft e GOAL 2:A1 B4 D2 Clb C2c GOAE 3:A2 Dl F4 



138- SODA SHOPPE 16100 

1^0 customers use an eas^^ way to cbm^ a ten tAF 
percent tip^ which they then round up to the neart^st 
ten cents. 



156 



GOAL Itit C GOAE 2:A1 A2 B2 B4 GOAt 3: AS A4 B4 



(R) 



138- 7 PHONEyMOONERSi lM jHE DOGHOUSE il6i0 4.55 

Alph_ and Throckmorton build a doghouse whose STU 
structural pieces rely on the fuhda?aehtal properties 
of odd and even numbers. 



GOAL l:A C GOAL 2jAi_A2 Bi B4 Dl GOAL 3 : B3 Bl 

eib e2a C3a C4a 

138- 8 H:-HNETi PROBLEM^ OF THE^ MISSING M0MKE?-3 11033 
The Mathnetters continue looking for the monkey 
measuring^the distance between footprints and using a 
map to figur'^ distance, rate, and time. 

GOAL 1:A C GOAL 2:AI Bl B2 B3 B4 GC)AL 3:G4 B5 

eia e4a 



8: 18 
NET 



139- 1 SHOW OPEN 
-0- 



1S950 :46 

BUM 



GOAL i:-b- GOAL 2:^0- GOAL 3:-0- 



139- 2 SO-FARI^ Sb-GOODI - 1 13671 

Before Lady Hujcwey can ^ feed the elephants , she must sTU 
buy a jsap of the Jungle from Jungle Clyde for ha^f 
her peanuts plus one. 



GOAL 1:A e GOAL 2:A1 A3 Bl B4 "Dl GOAL 3tD2 Bl 

Clb C2e 



(R) 



o 

ERIC 



SQUARE ONE TV: WEEK 

• 3 PERSOS ON THE STREET: GOOGOL 13001 

The Person on the Street Interviewer asks a varietv 
of people what a godgol ±s; 

GOAL 1:C GOAL 2 : -6- goAE 3:Ai 

■ 4 EB:^GOOGOE __ 16290 

This, short animation discusses the number one qoogol: 
thti digit one followed by one hundred zeros. 

GOAL i:-0- GOAL 2:^0^ GOAL 3:A1 Bl 



5 Sb-FARI, SO-GOODI - 2 13672 

Jungle Clyde informs Lady Huxbey that she now needs a 
map to the animals. This map will dost her half her 
peanuts plus two. 

GOAL l:-0- GOri 2:-0- SOAL 3:-0- 

6 GOOGOL ^ -- 16110 

Moon Unit Zappa discusses being presented with a 
number: one gbbgbl. 

GOAL l:C GOAL 2 : -0- GOAL 3:A1 Bl 



7 S0-FARI,_SO-GOODI - 3 ^ 13673 

Jungle Ciyde^ informs Lady Huxbey that she now needs a 

^^^P^^'^^s - which he will sell her for 
half her peanuts plus three. That leaves her with 
only 4 peanuts. 

GOAL 1:^0^ GOAL 2:-b- GOAL 3:-b- 

8 VO: HAS GONE BY 17305 

GOAL i:-d- GOAL 2:^0- qOAL 3:^0^ 

9 SO-FARI, SO-GOODI - 4 13674 

Jungle Clyde promises Lady Huxbey that he will givi 

J^L^J^ peanuts if she caft tell him how many 
she started with^originally. To solve the problem. 
Lady Huxbey works backwards. 

GOAL i:-0- GOAL 2:-0- GOAL 3:^0- 



97 



I . . SQUARE ONE TV: WEEK 8 

f 139-10 BUI^AU^F THE MISSING NUMBERSl 10 15436 2-0i 

Terry_ Ryan, an investigator, takes^ inf oraiatibri STG 
pertaining to the hiomJjer IS and inputs it into her 
computer. These characteristics include factors 
whether or not it is prime or triangular, etc. ' 

GOAL l:A GOAL 2:A1 B3 B4 Clb Clc GOAL 3:B2 Bl fRi 

C2C ^ ' 

139-11 BURGER PATTERN 12140 giifi 

The fat Boys use hamburgers to illustrate a g6N 
triangular number pattern. 

GOAL l:A GOAL 2:Ai B4 Dl Clb C3a GOAL 3:B2 Di Bl (R) 

139-12 (BURGER PATTERN OUTRO) LOGO 17960 .g? 

BUH 



GOAL i:-0- GOAL 2:-0^ GOAL 3:-0- 



(-) 



139-13 MATHNETrPROBLEH OF THE^SiSSiNG^MONKE^ 11034 i-i? 

t'«Sv'^^B^"®^^®«^=^^°°3"^''®^^*^' sometimes, one must net 
look at a problem^ from^ a, different point of view — 



and^so hypothesize that they are searching fbr a 
gorilla and a man in a monkey suit. 

GOAL i:e GOAL 2:A1 Bl B3 Ola e3a GOAL 3:^0^ (rS 

C4a e4b 

140- 1 SHOW OPEN , eoKfi 

_0- 15950 JiA6 

BUH 

GOAL 1:^0- GOAL 2:-0- SOAL 3:-0- (-j 

140^ 2 LET •S^DO^A DEAL - 1 11931 .^^^ 

ilfr?JSr^"°?l"^^! that^the.odds of choosing a gold STU 
coin from 2 gold and 2 lead coins are better than 

lead coins - even though there 
are more gold coins in the second option. 



GOAL l:A C GOAL 2:A1 B5 Dl GOAL 3:F1 A3 



ERIC 
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SQUARE 0NE TV: weEK 8 

i 14Q- 3 SHOSf OF A CHftNCE . : . 11950 

At a haunted house, a pizza delivery boy finds 
himself in several ^threatening situations each 6f 
which has a different probability of escape. 

GOAL 1:A e SOAt 2:A1 A2 B5 B6 SOAL 3:Fl F3 



GOAL i:-d- GOAL 2:A1 Bl Dl e4a GOAL 3:-0- 



4:20 
SON 



140- 4 LET'S E©_A_DEAL - 2 ll932 44 

The^dds of pulling: a sharpened pencil out of 4 pli 
sharpened and 1 u»iharpened get greater as the 
contestant successfully (and successively) pulls da^ 
the unshatpened ones. ^ 

GOAL l:-o- GOAL 2:-©- GOAL 3:-d- (-) 

140- 5 (BLACKSTONE) LEAD-IN & TAG 15540 .gg 

BUH 

GOAL i:-0- GOAL 2:-0- GOAL 3 : -0- (-) 



2:16 

STU 



140- 6 BLACKSTONE: CARD, AND NUHB£R__ 13443 

Blackstone asks a spectator to think of a 3 -digit 
number, ^reverse^the^diglts, subtract the large! from 
the smaller, add the digits of the answer - and Ihe 
result will always be 18. 

GOAL i:-d- GOAL 2:-0- Gqal 3: 02 Bl B3 (X) 



140- 7 MATHNET:PR0BLEM OF THE MISSING MbNKEY-5 11035 10 . m 

i!?f^®.S^^"^^ ^^®^^°^ly^^^ sign,: ang the net 
Mathnetters: successfully solve the problem of the 

w?"5®?^^" putting both the gorilla and the 
tnief behind bars. 



(R) 
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ERIC 



SQUARE ONE TV: WEEK 
141- 1 SHOW OPEN 15950 

GOAL 1:^0^ SOAE 2:-d- GOA£ 3:-6- 

14a- 2 ^HCDERATEtY F.S.) NEWSROOM INTERRUPT: 17 14821 
-0- 

60A£ l:-b- GOAL 2:^0- GOAL 3:-0- 

141- 3 MODERATELY FRIGHTENINS STORIES 14520 

To distract a ebmputer^^Igor and the aad scientist 
giye_it a never-ending program: start with 1; 
multiply by _ 1/2^ stop if the answer is zeroj 
otherwise, go back to step two. 

GOAL 1:A C GOAL 2:A1 A3 GOAL 3:D1 B3 

.41- 4 MATl^aNj MULTIPLES OF 5 15670 

Mathman plays a video game in which he must eat bhlv 
numbers that are multiples of 5. 



GOAL l:c GOAL 2:-0- 



GOAL 3:B2 



41- 5 BATTI£_QF TOE BULGE CATERERS: TRAYS 13390 

Having a limited number of trays ^ the Battle of the 
Bulge ^Caterers must rearrahge^sandwiches so that the 
greatest possible nuinber fit on a tray. 

GOAL 1:A C GOAL 2:Ai A2 B4 B6 bl GOAL 3:e2 e4 

D3 Cle C2c C3a 
d4a 

H- 6 VO: HOW HUai HEFT 17292 



eOAL i:-0- GOAL 2:-0- qoAL 3:^0- 



,1- 7 FORESTRY I; DATA COLI^efiNG ^ 12661 

?^^i^*.^5^^^:*??^i?*§°^^®P°^®^* gets stranded in a 
forest but still finds a story, as -she interviews a 
ranger who installs pressure plates to record the 
number of people who travel on a trail. 

GOAL l:A GOAL 2:A1 A2 B3 Dl C2c: GOAL 3:F5 B4 



190 



f 



SQUARE ONE TV: WEEK 9 
i4i- 8 DISCLAIMER: ANGLES i09li ^08 
~°~ BUM 
GOAL l:^e- GOAL 2:-b- GOAL 3:G6 (-) 

141^ 9 ANGy^DANCE , , , ^ 10180 . 2-21 

The _ rock group Plane Geometry sings a iong about SON " 

angles and uses body mbvemeht to illustrate anaies 
as well. ^ ' 

GOAL l:A C GOAL 2:-b- GOAL 3:G6 (X) 

141-10 PLAYING THE^ANGLE^ 15330 3-00 

£fitLPf?®^*?i first woman to play professional laf 
basketball £ talks about and demonstrates the 
mathematics involved in basketball, she cites angles 
and parabolas, in particular. «»ngj.es 

GOAL 1;A C GOAL 2:A1 A2 A3 B2 B5 GOAL 3:66 F4 €2 (R) 

A3 A5 



I4i-il PONG GAHE^ ^^^ . 

This animation illustrates billiard geometrTr and ant 

Snnvei » Kali >*AKM««^>a4 ^^^^ -.^t-* x:-^ — - - 



shows a ball, rebounding from wall to wall before 
finally exiting the one opening. 

GOAL l:B GOAL 2:-0- GOAL 3:G2 66 



GOAL l:A GOAL 2:A1 Bl B3 B4 Cla GOAL 3:G6 G4 

C2c 



GOAL l:-0- GOAL 2:-b- GOAL 3:-b- 



(X) 



141-12 MATHNET-^CASE OF THE MpSING BASM^ 10540 6-27 

The Hathnetters investigate a missing baseball by net 
determining the angle at which it would have 
rebounded off a billboard. 



(R) 



142- 1 SHOW_OPEN 15550 



BUM 
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O 

ERIC 



SQUARE ONE TV: WEEK 

2 POLLSTER - 1 , _ ,4881 

A pollster learns his-saiapie is not v.sry 
representative when hepollS: 20 people whose last 
names^begin with Z -and they all happen tc bi 
relatives of Candidate Zagursky. 

GOAL 1:A C GOAL 2:A1 B3 B4 B6 Di GOAL 3:F4 A5 P5 

C2a eSb e4a 

3 FORESTRY II: STAT.: SfiHPLpG _- .-_ £2662 

Still awaiting her car^ Sybil Sawyer Visits with i 

ranger who shbws^her that knowing the perimeter and 

^^t^i^^^-^iS^ in determining what trees to cSt 
down to insure the growth of others. 

GOAL 1:A GOAL 2:A1 33 Dl e2b GOAL 3:C3 C2 F5 

CI G6 

4 EB: STRONGMAN PERCENTS OF SHbW-2b% 17050 

This Short animation shows a strongman testing his 
strength and simaltaneously illustrating that 20% of 
the show has passed. 

GOAL l:A GOAL 2:-0- GOAL 3:A5 

5 POLLSTER - 2 , ^ ^ 14382 

^oSS^^!*'®'''? "fP^® representative if it 

^fn^tn^^^?^^ Office where 

candidate Zagursky worked for 15 years. 

GOAL l:-0^ GOAL 2:-b- goAL 3:-0- 

5 (BLACKSTONE) LEAD-IN & TAG 15540 

GOAL l:-0- GOAL 2: -6- GOAL 3 : -d- 

BLACKSTONE: COIN MIND^ADING 13447 

Blackston& asks^a spectator to count the number of 

digits, and subtract that 

em!v ?iei?f?S-^^^ now resain) , Blackstone can 

easiiy identify the number removed next. 

GOAL i:-0- GOAL 2:^9- GOAL 3:B1 
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SQUARE ONE TV: WEEK 9 

) 142- 8 POLLSTER - 3 



14883 ii39 

ij.y conaucts a poll 

doesn't have a chance. 

l:-G- GOAL 2:-0^ q^^L 3:^0- (-) 



When the pollster finally conducts a poll with a m 
?andoBi^sampIing^ he discovers that Candidate ZagursJcv 

doesn't have a r>hanrNs "ayuiB>JS.y 



GOAL i:-0- GOAL 2:^0^ GOAL 3:~0^ 



142-11 NEIGHBORHOOD SUPERSPY 12150 

A super spy sings about creating a code that is signs 

thlf^S.^°.^*^-^^^*".°^ alphabet. Accordinl to 
tnis code, a sequence of nuabers wbtald read as a 
word. 

GOAL l:iA e GOAL 2:-0- GOAL 3 : D2 Dl 



GOAL l:-0- GOAL 2:-b- gOAL 3:-b- 



GOAL 1:A C GOAL 2:A1 B4 Dl C2a GOAL 3:B1 



:42 



142-9 HUNDRED SQUARES TABLE - LONG 13560 

fi?ih 1 S^^k" t^fff a nu^er chart through 190 and ani 
highlights the multiples of 1,2,3,4,5,5,7,8,9 and 10. 

GOAL l:B GOAL 2:-b- GOAL 3:B2 D2 (X) 

142-10 (SUPERSPyj PAINTBOX LEAD IN 12151 i Ig 



(-) 



3:50 
SON 



(X) 



142-12 (TOP SECRET) NEWSROOM INTERRUPT: 23 14101 -14 

mm 



142-13 TOP SECRET^Nb PEEKING 141qq 

asks two trusted advisors to solve a std 
addition problem for which thirl Ire 
two_pps8ible answers. A clarif icatifsn of context 
(and parentheses) results in only one answer. 



3:14 



142-14 SHOW REH&INDER 6 ( LEFT CHOOSE ANSWER) 17731 .^S 

BUM 

SO.^ l:-0- GOAL 2: -0^ GOAL3:A5 (-) 
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SQUARE ONE TVl WEEK 9 



k 142-15 MAT^ET-C^p OF THE HISSINS BASEBAL^^^ 10630 

hdull determine the whereabouts of a miiiing 



GOAB 1:A GOAL 2:A1 Bl B3 Cia Cie GOAL 3:G4 

C4a e4b 
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5:23 
NET 



(R) 



i43- 1 SHOW OPEN 



(-) 



3:20 
ANI 



(R) 



:i6 
ANI 



GOAL l:-0- GOAL 2: -0- GGAL3:-0- 

143- 2 HOW-TO BUILD A^ BRIDGE - 1 _ 12651 

In this^animation, a coyote tries t6 build a bridae 
across^two^cliffs in order to catch a roadruhhir He 
f irst^ma^s a straight line of struts, bSt^Sell' is 
no support and he falls through the alddl^. 

GOAL l:A C GOAL 2:A± B4 B6 C4a GOAL 3:G6 

143- 3 EB:^SUM mASURE^TRi. #1 ^g^g^ 

art^ioS^jr^*!^?*^^?" deaonstrates that the sum of the 
angles in a triangle equal 180 degrees. 

GOAL 1:B goal 2:-0- GOAL 3:G6 (-j 

143- 4 HOW TO BUILD A BRIDGE - 2 12659 

The^coyote tries tb i^rpve on his bridge by luilding pa^^' 
un"2li! ' rectangle is iraterentlj """^^^^"^ 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- (-j 

143- 5 TRIANS^ SONG T337n 

ifini?si Th^m^^'''^ ^^^^ 

GOAL l:.0- GOAL 2:-0- GOAL 3:G6 (X) 



ERIC 



^ SQUftRE ONE TV: WEEK 9 

I i43- 6 HOW TO BUILD A BRIDGE - 3 i2653 «o 

The_ coyote succeeds in buiding a bridge by inaking a par 
^ffil^ Of right^triangie^supports. Hlweverrlle 
cliffs tnen begin to crumble. 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



(-) 



i43^ 7 FORESTRY^iil: TRIGONOMETRY 12663 i no 

nn^^^fSo? ''P?^^ ""f * special measuring tool based laf 
o? Irels principles to determine the height 

GOAL l:A GOAL 2:Al B2 B3 B4 Clb GOAt 3: €3 C2 G6 (R) 

F5 

» 

143- 8 SHOW^REMAINDER 2 (IF___t6 BE ^MUCH SEEN) 17691 m 

BUM 



GOAL i:-0- GOAL 2:-Q^ ^OAL 3:-e- 



GdAL 1:A C GOAL 2:-0- SOAL 3:G6 



143- 9 MATHEMATICS R US: xHE CUBE 14030 , ,^ 

When a^burglar breaks in to smilin- Al's showroom he S'lni 

GOAL 1:B e GOAL 2:-0- GOAL 3:G1 G6 (X) 

143-10 (BALONEY) LEAD IN 

-0- J-*-JO± ^ iiMS 

BUM 



GOAL 1 : -0- GOAL 2 : -0- GOAL 3 : -0- 

143^0 _.. 1:43 



143-11 BALONEY 



°^^fP^^''^ Visit the international House of STU 
Balony^where they have^ a choice oi> any 2 of the 4 
ISK^^?^ f or^ their sandwiches . They demonstrate and 
make a list to determine the possibilities. 

GOAL l:A C GOAL 2:B3 Clb C2c GOAL 3:E1 F6 (R) 

143-12 EB: BRIDGE-MONTAGE 17010 



(-5 



ERIC 
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1 SiaHftRE ONE TV: WEEK 9 

i43-13 BtJT WHOiS^CbUNTIN^^ : : ^ ^^^^ 12111 S^io 

Contestants ^arrange five randomly chosen d±a±t^ iS an pIm 
attempt to^form the smallest possible 5 aigic nulsir? 
To^play, they must apply some knowledge of llice 
value and probability. pj-ace 

GOAL l:A 0 GOAL 2:A1 B4 D2 Gib Ctc GOAL 3:A2 Dl F4 (R) 



143-14 STATJON PROMO (CYNTHIA) 14267 .qq 



GOhL l:-0- GOAL 2:-0- GqAL 3:-d- 

143-15 MAT^ET-CASE OF THE^MISSING BASEBALL-3 10670 

their search for the missing 
house using adatabase to access information about i 
pair of glasses that have turned up on the property . 

GOAL 1:A GOAL 2:A1 Bl B3 Cla C2c GOAL 3:F4 A9 

C3a 



GOAL l:-0- GOAL 2:-0- GOAL 3.-0- 



GOAL l:A C GOAL 2:A1 A2.B2 B3 B4 GOAL 3:C2 CI 

Cle C2a e4a 



ERIC 



log 



BUM 



5:17 
NET 



144- 1 SHOW OPEN 

-0- -- 546 



BUM 
(-) 



144- 2 CABOT & MARSHMALLOW: WOODEN CANDY BARS 14820 p. on 

, 11 differently shaped rectangular wooden STU 
illustrate that objects with different 
dimensions can still have the same volume. 



144- 3 FORESTRY IV: UNITS OF MEASURE 12664 

Sfil y?r?^^'u"°4P^°^-«5°^ter, interviews a logger laf 
lelt'S'tiy'logT ^''"^ ^-i-^^-te th. volume of boall 

GOAL l:A GOAL 2:A1 B3 34 Dl Cib GOAL 3:C2 CI C3 (R) 



SQUARE ONE TV: WEEK 9 

I 144- 4 dOPSl peiMftLS/MULTiPLiefiTJO^^ ^6760 

When a confused character puts : the decimal point in STU 

the wrong place, disaster results. f « &tu 



GOAL 1:A GOAL 2:A1 A2 B4 Dl 60AE 3:A4 Bl 



i44- 5 QUEEN'S BED j_355Q : - 

In the days befcjre standardized measurement, a Jcihg slu*^ 
\?^rpehter of mis-making a gueeh-sized bed. 
^'o-w^ king measured the bed according to his foot 
and the carpenter measured using his foot. 



GOAL l:A C GOAL 2:A1 Bl B3 Clb G2a GOAL 3 -CI C2 Dl 

144- 6 VO: HOW MUCH LEFT 



-0- 17291 -06 

BUM 



GOAL l:-0- GOAL 2 : -0- GOAL 3:-d- 



GOAL 1:A C GOAL 2:A1 B4 B6 Clb Glc GOAL 3:B1 Dl 

C2c 
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ERIC 



(X) 



^2:58 
SON 



144- 7 MATHMSN: HULTIPLES 0F^6 l§68b 
SSltiS ei^of 6? ^^""^ ^ ^ 

GOAL i:e GOAL 2:-0^ Gqal 3:B2 

144- 8 eOUNflNVbUa? THE RHYTHH ^ II570 
This song, staged in a very urban setting. 

»i,»»^^^lw ^ beats to every musical 

'^'^t^'f^'f-,^^^ ^^^<3^^iso BtrBssBs the idea of 
subdividing each measure into 8 and 3.6 beats as well. 

GOAL l:-0- GOAL 2:-0- GOAL 3:D2 Bl 

144- 9 BUT WHO AS ADDING: 1 ^gg^g - 

I^S °S"^|ftants attefipt^tp.cover three numbers in a gam^^ 
row, by^ selecting two addends from the Addend Boa?d7 
They then call out the resultant sum. 



(X) 



(R) 



SQUARE ONE TV: WEEK 9 

144-10 MATgNET-CASE QF^THE.MISSIMG BASEBALL^4 leiiO 

The Hathnetters determine the worth of stolen gold nS* 
^ars^as^they^ piece together.a picture of the inin who 
may have stolen the house. They also use a map to 
determine the range a helicopter could fly. 

GOAL 2!A1 Bl B2 B3 B4 GOAL 3:B4 G4 C3 (R) 



GOAL 1:A B 



B5 eia C2C C3a 



145- 1 SHOW OPEN 
-0- 



B5 

15950 :46 



i:-b- GOAL 2:-0- ^OAL 3:-0- 



145- 2 SHOW^REMAINDER 1 (_OVER TO COME) 17681 . ,09 

BU« 



C50AL l:-0- GOAL 2:-b- goAL 3: A3 



145- 3 PHONEmoONERSi AT THE LODGE is5l0 

Alph and^Throckmorton create a Venn Diagram to see stu 
Where _they,overlapped in buying grocerils for the 
annual Raccoon Hamburger Fry. 



5:19 



GOAL 1:A C GOAL 2:Al A2 B3 Dl rib GOAL 3:F6 C4 

e2a C4a 



145- 4 FORESTRY V: LINEAR PROGRAMMING 12665 , 

^l^^^.S%^^^lMollYWoo^ Reporter, meets with people laf 
i = f «^§ij"«-aaking Plant who must figure lit the 
!li wood. They must increase Wbbd used 

and decrease wood wasted* "oc^ 

GOAL l:A GOAL 2:Al b4 B6 Dl D2 GOAL 3:C3 C2 G6 (R) 

145- 5 OOPSl RULER 



D4 c4 



ta±?i^?r?^n=*,^^°K!^ causes a^great accident^Sheh he STU^^ 
fails to line up his ruler properly. 

GOAL l:A GOAL 2:A1 A2 B3 Dl ^ GOAL 3:C2 (r) 
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I SQUARE ONE TV: WEEK 9 

" 145- 6 (eOSMie CARPETS) LEAD IN liSSi 

-b- 

GOAL l:-0- SOAIi 2:-0- GOAL 3:-0- 

145- 7 COSHIC eASPETS -^.-^ 11986 
A _ customer almost buys tdd much carpet when she 
mistakeniy-divides an L-shaped model of her living 
room into overlapping rectangles to figure out the 
area of the room. 

GOAL 1:A C GOAL 2:A1 A3 B4 Dl Cla GOAL 3:C4 €2 64 

£4 a G6 



_ :06 
BtJH 

(-) 



^3:31 
STU 



(R) 



145- 8 (SQUARE SONG) BlSeLAlMER 1654 0 

GOAL i:-b- GOAL 2:^C^ GOAL 3:-0- 

145- 9 SQUARE SONG - - 13620 

This song deals with_tfie geometrical properties of 
: squares^ Computer_graphics aid greatly in 

I illustrating the geometry of a square. 

GOAL 1:A B e GOAL 2:-0- GOAL 3:G6 

145-10 (BLAeKSTONE) LEAD-IN & TAG 15540 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

145-11 BLAGKSTONEl^FAeE-UP, FACE-DOWN 15532 

BlaeJcstone gives the spectator 10 cards - 5 up 5 
domi^^He shuffles, returns them to the deck, divides 
the deck in half behind his back, and returns with 
the same number of cards face up in each hand. 

GOAL l:-0- GOAL 2:-0- GOAL 3:B3 

145-12 POS VS^ HEG JOUSTS : TAKING A BREAK 15293 

fffien^ one "positive" clay-matibri creature suddenly 
appears amongst 12 "negative" clay-mation creatures, 
11 "negative" creatures remain. 

GOAL 1:A GOAL 2:-0- GOAL 3:A6 Bl 



J 12 
BUM 

(^) 



2i32 
SON 



(X) 



BUM 

C-) 



= 2:58 
STU 



(Xj 



:24 
ANI 



(X) 



ERIC 



log 



SQUARE (3NE TV: WEEK 9 

145-13 Hftf^ET^CASE OF THE MiSSING^B&SEBftEE^B^ .^^ id76_0 g-ii 
The Mathnetters use a floorpian to successfuiiv mJ't- 
locate the aissihg baseballT ^ 



GOAL l:-0- GOAL 2:A1 Bl Cla C3b GOAfc 3:G4 G6 



(R) 
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SQUARE ONE TV: WEEK io 
I 146- 1 SHOW OPEN i = ^ 

BUM 



GOAL 1-0- SbAL 2:-0- sqAL 3:-0- 



GOAL 1:A C GOAL 2:-0- ^OAL 3:D2 Bl 



GOAL 1:B e GOAL 2:-0- ^OAL 3:B2 D2 G6 

Bl 



(-) 



146- 2 PHONERi SQ.,OF A 2-DIGIT NO. ENDING IN 5 15980 h.nx 
Arthur has a one-sided telephone in which he learns c^;^ 
^l^^^^y ,^^OTt-ont for squaring any 2-digit numllr ^ 
ending in 5: just multiply the fiJst digit bySne 
more than itself and put .25- to the light of it 



(X) 



146- 3 (BROADWAY) LEAD IN 

-0- 12531 .04 

BUM 

GOAL l:-0- GOAL 2:-0- ^^^^ 

146- 4 BROADWAY 

Melody Tapshbes dances into the hea ^ u^P°^- 6:05 
Broadway producer, when sK Sr,^ °^ ^^59^' STU 

square Nulber patterns ^ """^ ^ "^^^ 



(X) 



146- 5 BUREAU OF MISSING NUMBERS: 36 T^aon 

r^S^i^^""'.^.^^^^^"^^^^ takes ihfonnalion STU°' 

2^ and inputs this ^^"^ 
fS^?,^ 4°"^^"^° computer. These characteristics 
include factors, whether it is square or tSlnguill? 

GOAL i:A GOAL 2:A1 B3 B4 Clc C2c GOAL 3:B2 31 A4 (R) 

146- 6 SQUARE DANCE _ 1-, 

?his animation shows square numbers of doira2ranain« ^d^^ 
them.^lves into square^rrays - all lo a°s JztrrdlncI 



GOAL l:B GOAL 2:^0- ^qAL 3:D2 B2 G6 

G2 



(X) 
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I SQUARE ONE TV: WEEK 16 

i46^ 7 PERFEGT SQUARES 13140 ..gg 

ft blues band sings about square numbers • a 

graphically suggests their connection to geometry. 

GOAL l:A C GOAL 2:-b- GOAL 3:Bi Bl 

146- 8 MAP, THE . l^ggg 

An older boy and his little brother use a map scale 
to estimate distance and travel timei 

GOAL l:A e GOAL 2:A1 A3^B2 B3 B4 GOAL 3:G4 C3 Bl (R) 



SON 
(X) 
l.-S? 



146- 9 MATHMET: PROBLEM OF THE PASSING PARADE-1 11011 
In anticipation of a rock star's visits the 
Mathnetters calculate how much time a parade will 

S^°*'^^«i2e, and approximate the number 
of officers needed for crowd control. 

GOAL 1:A GOAL 2:A1 A2 B2 B3 B4 GOAL 3:B4 Bl B5 

B6 Dl Cla e2c G4 



9151 
NET 



147- 1 SHOW OPEN 

-b- 



15950 J4S 

BUM 



GOAL l:-o- GOAL 2:-0- gOAL 3:-0- 



147- 2 HATHEHATieSR US: ROUNDING 15260 

^Sil^-^ 5^ Offers his customers a deal on rounding sTU 
numbers, tO: the^ nearest tenth. Satisfied custoSers 

n»^?,! I® *° ^° ^°"<ierfu job Math R 

us has done on rounding numbers for them. 



2:28 



GOAL l:A e GOAL 2:-0- sOAL 3:B4 Dl A4 



(X) 



147- 3 STICK SQUARES - 1 13^51 

livflEd^TiBI; toothpicks.to make a square that is sTU 

filw 2l^,^^"fi^^^ squares and asks the audience 

how many squares there are in all. 



GOAL l:C GOAL 2:A1 B4 Dl D2 Cle GOAL 3:G6 

C4a 
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„ SQUARE ONE TV: WEEK 10 

f 147- 4 ROUND IT OFF ^ ^ 14540 3-02 

The_c|st smgs^a country and western tune that deals SON 

with the ifflportance of rounding numbers. 

GOAL 1:6 SOAL 2:-0- GOAt 3:B4 (X) 

147- 5 ARTIST'S tieENSE- - 153^5 

S?!? lo„Sff--%r"5? a Big statiient, he sees STU 

that doubling the dimehsidns of his rectangular 
canvas, quadruples the the area. 

SOAL 1:A C GOAL 2:-0- GOAL 3 : C2 D2 (X) 

147- 6 AREA (6 X 8) ^ ^ 12840 i-in 

This animation illustrates the area of a rectangle ani 
whose dimensions are 6 and 8. 



GOAL l:-0- GOAL 2:-0- GOAL 3:C2 



GOAL 1:A C GOAL 2:-0- GOAL 3:B4 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



(X) 



147- 7 Fi^^NINETEEN BLUES 1617Q . 

This song shows that you can round off a lot of tap 
numbers but hot the time the train leaves. 



(X) 



147- 8 VO: DON'T DESPAIR itto^ 

-0- 1/323 :06 

BUM 



(-) 



147- § BUT WHO^S COUNTINGi 2 0 ISjgg g 

f°Hf^K*^^l t^f?"?f 5 "ndomly chosen digits into GAM 
2-dlgit and^a^digit number! in, an attempt to form the 

«^irSl '° P^^y' they must apply 

some Jcnowledge of place Value and probability 

GOAL 1:A C GOAL 2:A1 B4 B5 Dl D2 GOAL 3:A2 Dl F4 (R) 

eib e2c ^ ' 



ERIC 
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SQUARE ONE TV: WEEK 10 

147- 10 MATHNET::PROBLEH OF 11012 9^07 

J^^J^'fif ^ttenpt^to find a kidnapped rock star, the ne* 
Hathnetters tip a bottle with liquid in it to 
recreate a mountain's, angle of incline* fhey also 
use musical beats to keep track of time. 

SOA£ l:A C GOAL 2:A1 Bl B2 B3 B6 GOAL 3:03 G6 G4 (R) 

Gle e2c 

148- 1 SHOW OPEN iRQeo 

«h- 15950 :46 

BUH 

GOAL l:-0- GOAL 2:-0- SOAL 3:-0- (^) 

148- 2 MAT^N^ FACTORS OF 24 ^ 15S10 1^27 

Mathman plays a video game in which he must eat ohlv ant 
factors of 24. ^ 

GOAL l:C GOAL 2:-0- GOAL 3:B2 (xj 

148- 3 BUT WHO'S MULTIPLYING: 2 16801 5.37 

Two contestants attempt to cover three numbers in a GAS 
row by selecting factors of these numbers from the 
Factor Board and calling but the resultant products. 

GOAL l:A C GOAL 2:A1 B4 B6 Clb ClC GOAL 3: Si B2 Dl (R) 

C2c P4 



148- 4 OOPSl MULTiPLiCATlbN 603 X 7 16600 

A confused character forgets that any number 

-**fSr^J^?^ and makes a mistake in 

multiplying 603 x 7. 

GOAL 1:A GOAL 2:A1 A2 B4 GOAL 3:B1 

148- 5 WARNING 6 (WILB) 17586 

GOAL l:-b- GOAL 2:-0- GOAL 3:-0^ 



1:13 
STU 



(R) 



z :15 
BUM 




- SQUARE ONE TV: WEEK 10 

f i48- 6 BIRTHDAY PASTY _ 14290 
At accompany board meeting, Artti^ t^lks ibout a 
b±rthday party to which he has invited 56 people. 
Arthur says that his mom, the president, does not 
know how many people will be at each of the 7 tables 

CfOAL l:A C GOAL 2:Al B4 GOAL 3:Bi 

148- 7 V6: HOW HUGH LEFT 
-0- 

GOAL l:-0- GOAL 2:-0^ GOAL 3:^0^ 

148- 8 JENNY DIDN'T CALL 



GOAL l:-0- GOAL 2 : -0- GOAL 3 : -0- 

148-10 BLACKSTONE; HAGie SOCIAL SECURITY NUHBER 13440 

fj^ffff^t"® *^*®^^^® spectator multiply the number 
142857^by any number between 1-6. He can always 
predict the answer, because it will always be a cyclic 
permutation of 142857. a' a tyctic 

GOAL l:-0- GOAL 2:-0- GOAL 3:D2 Bl 



2:07 
STU 



^0- ^^293 :06 

BUM 

(-) ' 



This song establishes a telephone calling^pltterh soN^° 
be|ween Jenny and Jim. The graphics illustrlS ISe 
pattern that emerges i 

GOAL 1:A e GOAL 2:C3a C4a GOAL 3:D2 (R) 

148- 9 (BLACKSTONE) LEAD-IN & TAG I554O ; Og 



BUM 



2:39 
SfU 



148-11 EB: NUMBER PATTERN/ BLACKS TONE 1723 0 V9 

illustrates how the number an! 
142857 ±s a cyclic number. 

SOAL ^ - GOAL 2:-0- GOAL 3:D2 (.) 
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I SQUARE ONE TV: WEE!' ±Q 

148-12 IttTHNETtPROBLEH^QF^THE PASSI PA^DE^S iibi3 

wLk^®L?*^^®I^^^''^^^*=' the kidnapping case, the 
Hathnetters attempt to decode a message, use a car 
registration database, and measure the width and 
tread of a car tire. 

GOAL 1:A C GOAL 2;Ai A2 Bl B3 Clb GOAL 3:02 

e2c e3a C4b 



10:06 
NET 



149- 1 SHOW OPEN i^Vs^A 

-0^ :46 



BUM 
(-) 



3^:48 
STU 



GOAt l:-0- GOAL 2:-0^ GOAL 3:-0- 

149- 2 MATHEMATICS R US: FUNGTIQN MAeHiNE 12210 

Ifii^f™]^^^ fffJrsa^Function Machine. He demonstrates 
In S f K ^"^ the price from $15 

IL^^LJS,.^! J® before a customer does him 

one better and walks off with the machine 

GOAL l:A e GOAL 2:-0- GOAL 3:D2 (x) 

149- 3 MATffiANi MULTIPLES OF 3 15630 

muigplef of 3^ only ani'' 

GOAL l:C GOAE2:-0- S0A£3:B2 (X) 

149- 4 DOIN' NOTHINGS ^ ,^271 

Ihthis^spiit-screen format, a farmer drawls on about stu^° 
how multiplying or dividing a number by 1 doeihot 
change that number. ^ 

GOAL l:-0- GOAL 2 : -G- GOAL 3:D2 Bl 

149-5 MATroiAN: EXTRA SHORT 



(X) 



eatl^him*^^*" ^^^^""^ ANI 



15660 •27 
Mr. Glitcl 

GOAL l:C GOAL 2 : -0- GOAL 3:-0- 



(X) 



i;6 

o 

ERIC 



^ SQUARE ONE TV: WEEK 1^ 

I 149- 6 CEi^BRITY KITCHEN ^. 14072 

Celebrity Kitchen^ visits. Superguy who demonstrates STU 
his function machine that helps him figure out how 
many eggs he heeds for his cakes. 



6:4i 



GOAL 1:A e GOAL 2:A1 B2 B4 B4 Olb GOAL 3:D2 Bl A4 

A3 



149- 7 DOi^y NpTHIN 11 14272 1 

f?^**' ^ ^^"^^^ ^"^IS on about STU°^ 
ho^ adding or subtracting zero from any number does 
not change that number. 

GOAL l:-0- GOAL 2:-0- GOAL 3:D2 Bl (X) 

149- 8 NEWSROOM INTERRUPT: 31 (WILD) I6930 .qj 

BUM 

GOAL l:-b- GOAL 2: -0- GOAL3:-0- ) 

1:56 



149- 9 CABOT^fi MARSHH&LLOWl^SQ.PEGS IN RD. HOLES 14810 l- 
qabot explains the concept of rotational iyiietry to STU 

6y^de»on8trating how round and^aS 
f^'^*l s.^- I round or square hole in any diJection. 
An odd shaped peg will go in only one way. 

GOAL 1:A GOAL 2:A1 B3 B4 D4 Cle GOAL 3:G2 



C2a 



GOAL l:-d- GOAL 2:-0- GOAL 3:-0- 

149-11 NINES 



1>7 



ERIC 



149-10 (NINES INTRO) LOGO 

-0- 17530 ;08 

BUM 



(-) 

15870 2:34 



* expressing the sON 

idea that^the sum of the digits of any multiple of 9 
always acJ up to 9 or a multiple of 9! ^''''^'■^'■^ °^ ^ 

GOAL 1:B e GOAL 2:-0- GOAL 3 : B2 D2 Bl (X) 



- SQUARE ONE TV: WEEK lb 

I 149-12 EB: ROTATIONAL S^^TRY #i lg43Q . 

This short animation. uses a star to illustrate the 



cbheept of rotational sysunetry. 
SOAE i:B GOAL 2:-0- GOAL 3:G2 



GOAL l:A e GOAL 2:A1 A2 51 B3 Cia GOAL 3--0- 

C4b 



150- 1 SHOW OPEN 

-b- 



GOAL l.-O- GOAL 2:-0- GOAL 3.-0- 

150- 2 I LOVE LUP2: LiCbRICE - i 



creatures remain. 
GOAL l:A GOAL 2:-0- goAL 3:A6 B1 



ANI 

(-) 
7:21 



149--i3 MATHNET: PROBLEM OF THE PASSING PARADE-4 11014 

M«*-h^Ji?^^° '*®°°^?=®^^^"5bean's musical message, tie NET 
Mathnetters recognize that each note of the message 
corresponds to a tone/number on a touch-tone phc^ne 



(R) 



15950 :46 

BUM 



13821 4;2i 



In order^tc keep her job at the Licorice Factory, STU 
Lupy must divide a 24 -strand into 5" and 7" oSs 
with minimal, waste. A 5" strand gives her 19" left 
over, and a 7" leaves her with 17" of waste. 

GOAL l:A C GOAL 2:Ai A2 B3 B4 B6 GOAL 3:02 Bl B2 IR) 

Dl cie C4a 

150- 3 POS VS. NEG JOUSTS: STRAxGHT AHEAD 15291 , 

fj^e?^; negative- clay^mation creatures attack ANI 
five 'positive' clay creatures, two 'negative' 



150- 4 I LOVE LUPyt LieORiOE - 2 13822 

^SSy ?*^?f several nore unsuccessful attempts to pU 
efficiently divide: the licorice and must cf nce^l the 

Dinkstein. Finally, she divides the 
24" strand into 2 5-inchers and 2 7-inchers. 



(X) 
4:39 



GOAL l:-6- GOAL 2:-b- - GOAL 3:-0- 



ERIC 



i:8 



SQUARE ONE TV: WEEK 16 

5 SUGAR RAY SKETeH_ 14770 

Battling for the Doggy Weight Championship, sugar Ray 
Leonard figures out the weight of a dog by pibking uy 

hit wlighr^^^^"^ "^^^"^ ''"^ subtracting 

GOAL l:A C GOAL 2:Ai A2 A3 B3 B4 GOAL 3:02 Bl 

Di D3 Cle C4a 

6 THINK ABOUT THE- PROBLEM 16990 

This^sbng^offers advice to^a boy who is 5onfused 
about^^which bike to buy. The music video stresses 
stepping back from a problem and looking at it from 
anorner angle • 

GOAL l:A C GOAL 2:Al A2 B3 Cle C4a GOAL 3:Di 



7 MATHNET: PROBLEM Of THE PASSING PARADE-5 11015 

The Mathnetters successfully solve the problem and 
rescue Steve Stringbean. proa±^m ana 

GOAL i:A B GOAL 2:A1 Bl B3 e2c GOAL 3 ' D2 F4 



I 151- 1 SHOW OPEN 

-d- 



SiaUARE ONE TV: WEEK 11 



GOAL i:-6- 



eOAE 2:-b- 



i595e 

SOAL 3:-6- 



151- 2 BUT WHO'S eOUNTING: 8 15730 
Contestants arrange 5 randomly chosen digits to 

lfirllrleit^H?Jl ''^""^ 2.digit,subtractiln problem. 
The largest difference wins. Contestants must apply 
some knowledge of place value and probability 



GOAL 1:A C 



:46 

BUM 



7: ±6 
GAM 



2:A1 34 B5 Dl D2 GOAL 3:A2 Dl F4 fRi 
Clb C2C ^ ' 



151- 3 PERSON ON THE STREET : PENTOHINO 13 005 

^io^ff'^fS^?" ^^""^^^ Interviewer asks several 
people if they can define what a pentomind is. 



GOAL l:c 



GOAL 2:-b- 



GOAL 3:G6 



151- 4 JOKE IN THE BOX^^ _ - 3^433^ 

Cynthia stands at an assembly line, attempting to 
make open-topped boxes from different pentominoes. 

rewarded with a snack at the end. 



GOAL 1:A C 



GOAL 2:Al B4 B6 



GOAL 3:G6 Gl 



151- 5 PENTOMINOES ^ 12860 
This animation illustrates the 12 possible 
arrangements a pentomino can have. 



1:A B 



GOAL 2:-0- 



151- 6 LOGO 12 GENERIC (BEV) 
~0- 



GOAL l:-0- 



GOAL 2:-0- 



GOAL 3:G2 G6 

17440 
GOAL 3:-0- 



:57 
LAP 



(X) 



2:27 
STU 



(R) 



1:33 
ANI 



^ :07 
BUM 



(-) 
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SQUARE ONE TV: WEEK 11 
151- 7 REALLY GROSS PROFIT J552b 3 ifi 

Frank Loyd^wfong and Igor discuss how much money STtr 
J?^;''^^^^'^^^!"^ has brought in, before they realize 

l^n?+^ S ^''^^ ^^^^^ ^^^^ ^i^l thim with a 

profit ot 1 penny. 



GOAL 1:A C GOAL 2:A1 Bl B4 Dl C2C GOAL 3:Bi 

e3b 



151- 8 PERPENDICULAR LINES 14120 

This rbcj^yideo, colorized with computer graphics, sqN°^ 
Illustrates the various places we find pe^endicular 



lines in the world. 
GOAL l:A C GOAL 2:-0- qqAL 3:66 



152- 1 SHOW OPEN 
-0- 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



(X) 



151- 9 MATHNET:TRIAL OF GEORGE FRANKLY- 1 11021 

The Mathnetters^ use a computer to access George • s net 

did n^rS""^^ T^^Jv,* ^"^^'^ ^^^^*Pt t° P^°^e that he 
did not deposit the money he had allegedly stolen. 

GOAL l:-0- GOAL 2:A1 B3 GOAL 3:-Q- 



8:35 



(R) 



15950 -46 

BUM 



(-) 



152- 2 MIKE MERV SHOW i-^mn 

«?^^^;rv^*'°'' interviews Aii Haji-Sheikh, an NFL STu"" 
place-kicker, who demonstrates the angles ahd 
parabolas involved in kicking a footaball. 

GOAL l:A C GOAL 2:A1 Cle C4a GOAL 3:G6 F6 (R) 

152- 3 AVERAGE ApRICAN ^0220 

in,this,song, Larry sings about the statistical son^^ 
averages for various toerican habits to show lynthia 
:ust how much of an "Average American" he is. 

GOAL l:C GOAL 2:-0- ^ GOAL 3:F2 (X) 



ERIC 



121 



_:09 
BUM 

(-) 



SQUARE 0NE TV: WEEK 11 
^ i52^ 4 (BLAGKSTONE) LEAD-IN S TAG I554O 

GOAL l:-0- GOAL 2;-b- G0AL 3:-0- 

152- 5 BLACKSTONE: THE ELIMINATION GAIffi 13441 ^rr 

With an even number of cards on the tab] e, Blackstone ^?tt 

^^l^^^'r^^t^^^^ ^ ^^^^^ ' Jhooiing 1 So '"^ 

eliminate. Blackstone never covers or points to the 
predicted card, so it stays oh the table 

GOAL Ir-O- GOAL 2:-0- GOAL 3:B3 (X) 

152- 6 MATHMAN: EVEN NUMBERS ^ 3_5590 

GOAL lie GOAL 2.-0- GOAL3:B3 (X) 

152- 7 LIFE RAFT 14160 

Regardless^of how many people there are oh a STtr^° 
liferaft, if there are zero biscuits, everyone will 

nSb« ' ""^^ ^^^^^^ 

GOAL l:A C GOAL 2:A1 B4 Dl D4 GOAL 3 : Bl (R) 

152- 8 .^B: MULTIPLY BY ZERO Ig34« 

This short animation illustrates the idea that anv ant^° 
number multiplied by zero is zero. ^ 

GOAL l:-0- GOAL 2.-0- GOAL 3:B1 Al (.) 

152- 9 RAPPIN'^ JUDGE ^A^At^ 

A judge raps his decision that a girl on a skateboard stu^° 

not have travelled 8 miles in 2 hours if she were 
only going 3 miles per hour. 



GOAL 1:A C GOAL 2:A1 Bl B3 B4 Dl GOAL 3. -85 C2 Bl 

Cla 



(R) 




X ^ 



I ^ SQUARE ONE TV: WEEK il 

F 152-10 MATHNETJTRIAE OF GEORGE llOg. 



153- 1 SHOW OPEN 

-0- 15950 J46 

1 BUM 

GOAL l:-b- GOAL 2:-d- ™t ^ « 

GOAL 3:-0- (-.) 

153- 2 WILLY^GLUTTON BANK ROBBER 

ret«ni„, to tfie tell.? thiy iMk m^iTl, ^et 
^ALl:*e GOAL 2:A|_^*S 64 Dl CI. Se*t3:»2Bl„ (R, 

153- 3 SHOW REMAINDER 3 ----- 

-b- 17702 .12 

GOAL l.-O- SOAL 2:-0^ GOAL 3:A4 

153-4 YOU CAN eOUNT ON IT 



BUM 



This song presents various wavs thai- 

the world. ^J-oua ways tnat math shows up in son 



16680 1;58 

" wayo tnat macr 
SOAL 1:A C goal 2.-0- ^^^^ 3^.^, 

153- 5 BUT WHO'S HULfiPLYING: ll 



(X) 

Two cbnteiiants 'attempt t6 cove*- i-hi-^^ . ^ '^^ 

Factor Board - and calling out the resultant product. 

60AL l:A C 86ftt 2:^1 b4 B6 CIB Clc GOAL 3 = B1 B2 bl (R) 

F4 



ERIC 
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■ SQUARE ONE TV: WEEK 11 

153- 6 EB: TETRAHEDROH ^^^^ 

Thi3 Short animation illustrates how 4 triangles f6id ant 
up into a tetrahedron. 

GOAL i:B GOAL 2:^0^ GOAL 3:Gi G6 

153- 7 ZERO PACS 14579 

In this mock ebmmefciai^ Geraldine Jip offers the Jio 

w- f^-"-? one to multiply 

5^ shifting all the digits of that number to 
the left and tacking on the Miracle Zero. 

GOAL 1:A e GOAL 2:-0- GOAL 3:A2 Bl 

153- 8 MAfffllEf: TRIAL OF GEORGE FRANKLY-3 11023 

The, Mathnetters search a database for all the people 
George has^arrested.^They cannot find two who borke 
into a bank's computer system and manipulated the 
decimal points of their account balances. 

GOAL 1:A e GOAL 2:A1 Bl B3 B4 GOAL 3:F4 A2 

154- 1 SHOW OPEN 



GOAL l:-0- GOAL 2:-0- GOAL 3:-e- 



GOAL l:-e- GOAL 2:-0- gqal 3:-0- 



154- 3 BOBO'S DILEMMA 15410 

Bobo,^the circus elowh, has two 6 1/2' boards, but he 
'^^^f^^i'^'^J^^'^'^rimoft^ to iie centel 

- and^ the boards can't touch the ground. A bit of 
creative problem-solving saves the day. 

GOAL i:A B C GOAL 2:A1 A2 A3 Cie C3c GOAL 3:G6 02 

C4a 



(-) 



2_:14 
STU 



(X) 



9:24 
NET 



-0- ^^^5° :46 

BUM 



154- 2 (BOBOS DILEfflSA) LEAD IN 15411 .07 



BUM 
(-) 



3:56 
STU 



(R) 



ERIC 



SQUARE ONE TV: WEEK 11 

^ 154- 4 PERSON ON THE STREET : PAtlNDROME 13098 i 05 

The Pereon bh the street interviewer asks several taf 
people if they know what a paiindrbme is. 

GOAt i:e GOAL 2: -0- GOAL3:A2 (X) 

154- 5 IT'S A PALINDROIffi 14110 " " 

5>,^*S^*.**!i??® serves as the backdrop for a song about soN^^ 
the definition and generation of palindromes 
niiinbers that read the same backwards and forwards. 

GOAL l:e GOAL 2:-0- GOAL 3:A2 (X) ' 

154- 6 EB: PALINDROME 16320 . '^i 

This_short: animation illustrates how to make any ani 
two-digit number into a palindrome; simply reverse 

^nd^ add and repeat this process until the 
sum is a paiindrbme. 

GOAL l:C GOAL 2:-0- GOAL 3:A2 D2 Bl (-) 

154- 7 GROANING WALL V/B' STONE (PT 3 OF 3 PTS) 11875 .>17 

?Kf?'K®^*''^°^°I!^ and the east tell each other riddles STU 

that have a mathematical theme. •'■j.uuies &io 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- (X) 

154- 8 (BLACKSTONE) LEAD-IN & TAG 15540 . 

BUM 

GOAL l:-b- GOAL 2: -0^ GOAL3:-0- (-) 



154- 9 BLACKSTONE: THE MAGIC SPELLS 25538 , no 

A, spectator cuts the deck, counts the number bf stu 
cards, adds the twb digits of the answer together, 



S^^S^^kS?^ ^^'^ ^^ttom and remembers the 

card. After a 19-ietter spell, the card appears. 

GOAL l:-0- GOAL 2:-0- GOAL 3 : D2 B2 



(X) 



ERIC 



125 



SQUARE ONE TV: WEEK 11 

^ 154-10 pes VSi NEG JOUSTS v THE AS2SS ^ 15296 .20 

WJen tnree_ "negative" clay-inati5h creatures confront ani 
three "posit ivie" clay creatures, no clay Creature! 
remain • 



GOAL l:ft GOAL 2:-0- soAt 3: AS bI 



154- 11 MATimEflTRlAL OF GEORGE FRANKLY-4 11624 

'^i ^'^^ allegedly^f lew George off the island t6 

^pb the bank uses arithmetic to prove that George had 
the time to commit the crime^ Much to George's 
surprise, the pilbr also identifies him. 

GOAL 1:A GOAL 2:A1 Bl B2 B3 B4 GOAL 3:B1 

155- 1 SHOW OPEN 15950 

GOAL l:-0- GOAL 2: -6- GOAL 3 : -0- 



(X) 



13:26 
NET 



:46 

BUM 



155- 2 KIN^FOR A^DAY ^ 11263 5- 

^T^Si-^ T^!=^° trapezoidally-shaped STU 

country^into^3 pieces— 2 of which are the same size 

but smaller than the third^^he cuts off a triang'^e 
from each side, leaving a large rectangle. 

GOAL 1:A C GOAL 2:A1 B6 Cie e2c GOAL 3:G6 

155- 3 SHOW_REMAiNDER 4 ( GONE TO COME) 17711 

GOAL l:-0- GOAL 2:-0- GOAL 3:A5 



{-) 
5:49 



(R) 
:io 

HUH 
(-) 

1:15 



155- 4 MATI^N: MULTIPLES OF 4 15640 

multiplei'of four'^^° "^'^ "^"^ ^^^^ 

GOAL l:C GOAL 2:-0- GOAL 3:B2 (X) 

155- 5 PERSON ON THE STREET: .QUADRILATERALS 13009 l-ng 

The Person on the Street Interviewer asks several LA? 
people if they know what a quadrilateral is. 



GOAL l:-0- GOAL 2:-0- GOAL 3:G6 



(X) 



ERIC 
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SQUARE ONE TV: WEEK 11 

155- 6 AN iNTERESTiNS_eA^ OF FbOM^ 14375 2*5c 

^2 3^^f^*?J»'at±on,^ the saaii kids defeat the big kids ani 
at football by always choosing the largest goal linS 
on the irregularly-shaped playing field. 

GOAL l:A B C GOAL 2:A1 B3 D4 Gib C3c: GOAL 3:02 03 G6 (R) 



G4 



155- 7 EE: QUADRILATERALS <2ND VERSION) 16361 

This Short animation illustrates a variety of aw-r 
different quadrilaterals. 



l:-d- GOAL 2:-0- SOAL 3:G6 

155- 8 FRAeTIpN RAP, THE 16710 
Larry and Reg rap about fractions. 

GOAL 1:A C 60AL 2:A1 A3 34 D4 GOAL 3: A3 Bl 



GOAL l:A C GOAL 2:Ai A2 A3 B4 B6 GOAL 3:B3 04 

Di 03 Cle C4a 
e4b 



;20 



2:40 
SON 

m 



155- 9 Er^ PHANTS IN PENSl I5840 i-.n 

^^.K^^iP^^ out how to put 11 elephants ANl 

in 4 pens - so that there is an odd number in each 
pen. 



155-10 STATION PROMO (CYNTHIA) 14269 -05 



GOAL l:-0- GOAL 2:-0- qqAL 3:-0-. 



GOAL 1:A B GOAL 2:A1 Si B2 B3 B4 GOAL 3:B5 

eia Cle C4a C4b 



BUM 
(-) 



155-11 IWiTHNET : TRIAL OF SE0R6E^FFANKLY-5 11025 g. 

S^®.^f^^?® *^*-^^°^5e could not possibly have left net 
the, island and committed the crime because weather 
conditions would not have allowed the plane to 
maintain its usual speed. 



9i3 0 



(R) 



ERIC 
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SQUARE ONE TV: WEEK 12 

I i56- i SHOW OPEN =H = QKft 

-0- 15950 s46 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



GOAL i:A e GOAL 2:A1 Bl B3 Cic C2c GOAL 3 : F6 

C3b 



GOAL 1:A e GOAL 2:B3 D3 D4 Gla Gib GOAL 3:-0- 

C2b 



(-) 



156- 2 SPADE PARADE: FISHY ANCHOVY - 1 i§891 a.-- 

oS''Hi%5^®!f"P ^^""f^ iP^® ^° determine which STO 

one of the Andrews Brothers robbed her burner 

(R) 



156- MORE_THAN ONE WAY ^ ^ 17000 2-39 

This song takes^a group of children on a camping trip son 
and^ encourages different approaches to solving 
problems i ' 



156- 4 SPADE PARADE j FISHY ANGHOVY 2 15892 3 

Spade Parade draws a chart and uses logic to pf4 
determine which Andrews brother is which. He next 
aetermines that the brother who eats anchovies stole 
uiie money • 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0. 



GOAL l:e GOAL 2:-0- GOAL 3:B2 



GOAL l:C GOAL 2:-0- - GOAL 3:B2 Bl 



(-) 



156- 5 MATi^AN: FACTORS OF 18 15570 

Mathman piays a video game in which he must eat all ani^^ 
numbers that are factors of 18. 



(X) 



156- 6 GYPSY^SOSE AMICABLE 13300 . 

A^fortune teller determines that a young man and stu 
woman will share happiness because the huSSrs of 
^ street addresses, 220 and 284, are amicable: 
the factors of each number add up to the other. 



(X) 



ERIC 
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SQUARE ONE TV: WEEK 12 
) 156- 7 V6: PON'T DESPAIR 17323 

GOAL l:-e- GOAL 2: -6- GOAL 3:-b- 



GOAL 1:C GOAL 2:A1 B4 Dl D2 Cle GOAL -^ iGS 

e4a 



numbers — using 11 cows. 
GOAL l:-0- GOAL 2:-0- GOAL 3:B2 G6 

156-10 (BLApSTONE) LEAD-IN & TAG I554O 

GOAL l:-0- GOAL 2 -'o- GOAL 3: -0- 

156-11 BLAeKSTONEi CUPS 



156- 12 MATimETi PROBLEM OF THE DIRTY SOaEY^i 11051 

The Mathnetters investigate three reports of du«.. 
tracks mysteriously disappearing and reappearing 
dirtP ^^^^ realize that what is being stolen is the 

GOAL l:-d- GOAL 2:A1 C2a G4b GOAL 3:-0- 

157- 1 SHOW OPEN 



GOAL l:-o- GOAL 2:-b- GOAL 3:-0- 



:06 
BUM 



156- 8 STICK SQUARES - 3 13953 

Alison smith demonstrates toothpick square tricks to stu 
the viewing audience. 



i56- 9 EB: PRIIffi^eOW #11 ^7150 . 

Hi^^^"^^^ -°"«P^ Of prime ANi 



(-) 



:09 
BUM 

(-) 



Blackstone perfdrms a magic trick with cup "and balls STU°^ 
ttl^^U demonstrating a logic.problem that depends In 
parity and observation. The point is to turn over 2 
cups at a time, ending with 3 face up. 

GOAL l:-o- GOAL 2:-0- sqAL 3:B3 



(X) 



6: 35 
NET 



-0- :46 

BUM 



i39 

ERIC 



SQUARE ONE TV: WEEK 12 

157- 2 SCALES wH THE BRAIN - i i^Hi 3^33 

A patient^overreacts when he views a mag^ sIh 
version of his dandruff because he fails to account 
for the change in scale. ^^ounx, 

GOAL 1:A C GOAL 2:Ai B4 Clb C2a GOAL 3:G4 B5 A3 (R) 

157- 3 DRAW A HAP _ 16690 2 TA 

ySJ'^l^i^^^l'^- ""^^ Arthur - s house, he gives SON 
her instructions to make a map. He includes 
significant landmarks and uses a scale where l inch 
equals 1 mile. 

GOAL 1:A C GOAL 2:A1 Bl B3 Cia GOAL 3:G4 G4 C2 (Rj- 



157- 4 SCALES ON THE BRAIN - 2 ^ _^ ■"3472 

jn gratitude for the doctor's work, the pitient wants 
to shake his hand lebo times. Wary of the ISe 
involved, the doctor decides on a ratio where 1 
handshake represents 500 shakes. 

GOAL i:-0- GOAL 2:-0- GOAL 3:-0- 

157- 5 BUT WHO'S MULTIPLYING: 12 ^ 16941 

Two conteptants attempt to cover three numbers in a 
f f i®^®f*'^"f factors of these numbers from the 
Factor Board and calling out the resultant product. 

GOAL l:A e GOAL 2:A1 B4 B6 Clb Clc GOAL 3 : Bl B2 Dl 

C2C P4 



ll22 
PAR 



(-) 



5:33 
GAM 



(R) 



STU 



157- 6 GINGESpiN SKETCH 1248D i 

four gentlemen go to lunch where the bill is $24 00 
f , two of then^ do not have enough money, the other 

GOAL 1:A e GOAL 2:A1 B4 Dl D3 02 c GOAL 3 : Bl F2 

157- 7 SODA SHbPPE 



(R) 



16100 .55 



|wo customers 'ise an easy way to compute a ten laf 
te^Sts ^ ^^^^ """^ ^° nearest 

GOAL 1:A C GOAL 2:A1 A2 B2 B4 GOAL 3:A5 A4 B4 (R) 




130 



I SQUARE ONE TV: WEEK 12 

157- 8 MftTTOJET.-PROBLEH OF THE DIRTY MONEY^? lio32 

tfee^Mathnetters inuitipiy to figure out 
tax. They also^ discover a pattern in the humBers of 

Sf^? ?i®"^®^fSJ®^:.^^^y ^ compass to 
chart the possible distance S rautei 

GOAL l:A B GOAL 2:A1 Bl B2 £3 B4 GOAL 3:A9 A3 G4 

Cla eid C3.\ e4a B5 A5 



158- 1 SHOW OPEN 
-0- 



GOAL l:-0- GOAL 2:-0- goAL 3:-0- 



GOAL l;-0- GOAL 2:-0- GOAL 3:-0- 



9:24 
NET 



(R) 



15956 .46 

BUM 



(-) 



158^ 2 (CALLOUS-SURVEY) NEWSROOM INTERRUPT: 3 0 15464 ;20 

BUM 



2:06 



158- 3 CALLOUS: THE SURVEY -_1^ 15461 

The bar chart sales chart for callous Candy Gum Dross sth 
and he wants to find out why. wmeuown, 

GOAL 1:A C GOAL 2:A1 A2 A3 Bl B2 GOAL 3:F5 F6 A5 (R) 

B3 B4 Dl Clc Cld F4 
C4a 

158- 4 DATA HEADACHE 1 _ ____ 14311 

A woman uses a bar chart to organize her monthly siti^^ 
expenses and rid herself of a data headache? ^ ^ 

GOAL l:A GOAL 2:-0- GOAL 3:F6 (xj 

158- 5 CALLOUS : THE SURVEY - 2 15462 

Sue Becky surveys the Women's Sewing Circle to pa^^^ 
determine why the Callous Candy Gum Drops are not 
selling - but J.B tells her that the sample is not 
fair because there were no men or children involvld. 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 




SQUARE (3KE TV: WEEK 12 
I 158- 6 DATA HEADACHE^Jl^ ^^3^2 j 65 

^ gie ciiart to or^ahize his ST^ 
business expenses and rid himself of a data headache. 

60AL l:A GOAL ?.:-0- COAL 3 : P6 (X) 

158- 7 CALLbUSl THE SURVEY^- 3 I5463 ^ ^-7 

5ue Becky talks to a.random sample of people and pU 
discovers that, 58%, of the people think that the gum 

arby'llnlills.'"' '"^'^^ - ^^""^^ 



G©AL l:-0- GOAL 2:-0- qOAL 3:-0- 



GOAL l:-0^ GOAL 2:-0- GOAL j:-0- 



(-) 



158- 8 (MATISIAN FACTORS OF 12) LOGO 17800 -10 

BUK 



158- 9 MATHHANl eERCENTAGES LESS THAN 1/2 15720 ^ i, 

Hathman piays a video game in which he eats ant 
percentages less than 1/2. 

60AL l:C GOAL 2:-0- GOAL 3:A5 Dl (X) 
158-10 SMOKESTACKS GO BOOS 12310 

m ^.^^ theS 0/3 

GOAL l:c GOAL2:-0- GOAL 3: A3 (x) ^ 

158-11 SHOW^REMAINDER 4 ( GONE TO COME) 17711 :10 

BUM 

GOAL l:-0- GOAL 2:-0- GOm, 3:A5 (-) 



158-12 COUNTING THE ELEPHANTS , , 15830 

In this animatibh. a eaveinan neae » v,v.-.ii.-.^ iii- ^11- . 



In this animatibh, a caveman uses a broken lini graeh ant 
to chart the number of elephants he sees each week! 

GOAL l:A C GOAL 2:A1 B3 Dl Cld GOAL 3 : F5 F6 (R) 




13, 



I 



SQUARE ONE TV: week 12 



158-13 GRAPH OF EOVS_.. 11766 
Beverly uses a broken line graph to rate her 
h«i/<»*.-tend from September to May. 



GOAL 1:A C 



GOAL 2:-0- 



3:F6 Dl 



GOAIi i:A 



GOAL 2:-0- 



GOAL 3:F6 



158-15 HAfHNET: PROBLEM OF THE DIRTY MONEY- 3 11053 

The Mathnetters discover that a famous bahJc robber 
once lived in the house that previously sat atop the 
land from where the dirt was stolen. 



GOAL l:-0- 



GOAL 2:A1 Bl 



159- 1 SHOW OPEN 

-d- 



GOAL l:-0- 



159- 2 (DUELIST) LEAD IN 
-0- 



GOAL 2:~b- 



i:-b- 



GOAL 2:-0- 



GOAL 3:-C- 

15950 
GOAL 3:-0- 

14561 
GOAL 3:-e- 



159- 3 DUELISTS, THE ^^^^^ 

Sd^'lilSI ^° tVS oS? 

GOAL i:A C GOAL 2:A1 B4 D2 Cle C3a GOAL 3:G4 Ci G6 

159- 4 PHONER: CONSECUTIVE ODD NUMBERS I599O 

Arthur has a one-sided conversation in which he 
discovers that if he begins with one, the sum of 
nu^el numbers will always equal a square 



2:58 
SON 



(X) 



158-14 DATA HEADACHE IIi__ 14310 

A corporate executive uses a line graph to organize sIh^° 
her expenses and rid herself of a data headache? 



(X) 



6102 
NET 



(R) 

:46 
BUM 

(-) 
:b6 



BUM 



5:54 
STU 



(R) 



2:04 
STU 



GOAL 1:A C 



GOAL 2:-0- 



GOAL 3:B3 B2 Bl (X) 



ERIC 



in 3 



- SQUARE om TV: WEEK 12 

I i59- 5 SHAPE UP 



^ . - IDJIO -) , t 

Panning, on gemetric terins, thij iSilo video s^i 
6ls^KS'fLI"»^*"= ^'••P" i" ""9 about 



15310 2:08 

betrayed love. 

GOAL l:C GQAL 2:-0- GOAL 3:G6 (k) 

159- 6 (BUT WHO'S COJNTiNG T.S.) LOGO I754O ;q 

BUM 

GOAL 1.-0- GOAL 21-0- GOAL 3:-0- 



159- 7 BUT WHO'S COUNTING; 3 12113 

S«?r^"J^Kf"?f ^ randomly chosen digits t5 gam 

^ '^^f^^ Pius 5, digit addition problem. The 
largest sum^wins., Contestants must apply some 
knowledge of place value and probability to play. 

GOAL 1:A C GOAL 2:A1 B4 02 Cib C2c GOAL 3:A2 Bl F4 



159- 8 POP UP BOOK 



6:52 



(H) 



t rtttnf^f?^ ?^.®°"f ^^''P^*^®^ graphics wizardry, a ani 
|-dimensional tourist discovers that he is toSring a 
2 -dimensional city in a pop^up book. ^"^J^mg a 

GOAL l:A GOAL 2:-0- GOAL 3:G1 



159- 9 MAT^ETi PROBLEM OF THE DISTY MONEy-4 11054 -7 

The Mathnettersdb ah analysis of the soil from the mpt 

i!?H^°"^K f that Of Hailbag^s bilk '^''^ 

Pits • and S Sa??bia^^™^"J ^^^^ footprints at the 
fi-cB and in Mailbag's garden are the same. 



(X) 

7156 



GOAL l:-0- GOAL 2:A1 Bl GOAL 3:-0- 

160- 1 SHOW OPEN 



(R) 



-0- 15950 .46 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3i-0- 



(-) 



ERIC 



- SQtJAStE ONE TV: WEEK 12 

I 160- 2 PbSVS. NEG JOUSTS: TftKiNS A BREAK 15253 .04 

When one "positive" ciay-mation creature sudden! v ant 

i?^"nsLJ!°"f^-^^'"^^^^^^^;' «lay-"»ation creatuLs, 
11 "negative" creatures remain. 



GOA£ l:A GOAL 2:-0- GOAL 3:A6 Bl 

160- 3 LESS THAN ZERO 



(X) 



14150 2:05 



This song presents a diving, dance, skating, and 
handier-throw competition to show arithmetic 
realizations of negative numbers. 

GOAL l:C SOAL 2:-0- goAL 3:A6 Dl 



SON 



(X) 



CI 



:54 



160- 4 MILLION DOLLAR GIVEAWAY 135Q1 - 

fnirf«ln?r^'*^Sn'*n^n^° ^^r^ away $1, 000, 000 in $50 STTT 
increments to 20^000 people. He determines that the 
i«3® will stretch over 7 1/2 miles, and people at the 
end will have to stand more than 2 days. 

GOAL l:A e GOAL 2:A1 B4 C4a GOAL 3:A1 C3 Bl (R) 

) 160- 5 PERSON ON THE STREET: GOOGOL 13001 

The Person on the Street Interviewer asks a variety lap 
of people What a gbogoi is. vai^iety laf 

GOAL l:C GOAL 2:-0- GOAL 3:A1 (X) 

160- 6 GOOGOL ^ 16110 

Boon Unit Zappa discusses being presented with a lap^^ 
number: one googol. e« wj.tn a laf 

GOAL l:C GOAL 2:-0- GOAL 3:A1 Bl (X) 

160- 7 (BLACKSTONE: MOVE THE CLIP INTRO) LOGO 17560 :b5 

BUM 

GOAL i:-b- GOAL 2:-0- GOAL 3:-0- 



(-) 

160- 8 (BIACKSTONE) LEAD-IN & TAG . I554Q .^^ 

BUM 



GOAL l;-G- GOAL 2:-0- GOAL 3:-0- 



(-) 



ERIC 



I 



GOAL l:-0- GOAL 2:-0- sqaL 3 : -0- 



2:48 



SQUARE ONE TV: WEEK 12 
160- 9 BLACKSTONE: MOVE THE ^GLiP^ I5539 

Blacksjpnq correctly identifies the number of pacer STti 
clips^that fcave been moved as he notes the new ^ 

thi others^ ""^^^ ^^^^ oriented opposite 

GOAL l:-b- GOAL 2:-0- GOAL 3:G2 (X) 

160-10 GRdftNIMG WALL III/CEL _ Hg^^ - ^ 

Freddy Kohler and the cast tell each other riddles STU 
that nave a mathematical theme. jrioaxes stu 



(X) 
4:23 



160-11 SET-UP^ (MANDRELL CONCERT) I534Q 

This^mini-documentary addresses the problem of tap 
setting-up for a Barbara Mandrell concert. There are 
also^ interviews with crew meSbers who must read 
graphs and charts to do their jobs properly. 

GOAL l:A G GOAL 2:-0- 60AL 3:D1 

( 160-12 MATHNETtPROBLEM OF THE DIRTY HONEY-5 11055 

The^Mathnetter^ use problem^solving skills as thev 

GOAL l:A GOAL 2:A1 Bl B2 B3 B4 GOAL 3:A3 (R) 



8:41 
NET 



1,16 

o 

ERIC 



SQUARE ©NE TV: WEEK 13 

iei^ 1 SHOW ©PEN 

BUM 



GOAL l:-0- eOAt 2:-Q- GGAt 3:-b- 



161- 2 PHOTOGRAPH AEL ABOUT IT 13570 

enter the race, the more s^u 
difficulty^Arty Poll has predicting the possibll 

^^^^J^^l, «® pictures lo illSltrat^ the 

different ways for the candidates to finish. 

GOAE l:A C GOAL 2:A1 A2 B4 Cle C2a GOAL 3:El Bl 



e3a 



120 ways that 5 differently colored 
fingers could be arranged. "-t-wirea 

GOAL i:A e GOAL 2:-0- qqAL 3: El 



GOAL l:A e GOAL 2:A1 B4 B6 Gib Clc GOAL 3:B1 Dl 

C2c 



4:20 



3:26 



161- 3 CHANGE YOUR POINT^Of VIEW ig740 

the^proble. in a 
GOAL i:-b- GOAL 2:-0- GOAL 3:B2 (X) 

161- 4 MULTI-GLOVES i^fiAeh 

This animation takes a f ingerless glove and dl^^ 



(X) 
:16 



161- 5 eONCENTRIC CIReLES/FiSH^ 14983_ 

This short animation suggests the ripple effect in a«i 
water and illustrates concentric circlet. 

GOAL 1:B GOAL 2:-0. GOAL 3:G6 (-) 

iei- 6 BUT waoAs ADDING: 6 Igg.g 

^°nteptantsattempt,to cover three numbers in a gam^^ 
UL^^ K*^^5^^"f of those numbers from ^he 

Addend board and calling out the resultant sum. 



(R) 




137 



: SQUARE ONE TV: WEEK 13 

F 161- 7 IB: NUMBER PATTERN #i 1503p y 

This short animatiGh illustrated a nuitOser pattern ant 
beginning with 9 X 1 + 2 = ll and continuihg through 
9 X 123456789 + 10 = llllllliii. n^^ougn 

GOAL 1:B goal 2:-0- SOAL 3:D2 B1 (-) 

161^ 8 SHOW REMAiNDER 3 ^nnr^^ 

-0- 17702 :12 

BUM 



SGA£ l:-0- GOAL 2:^0- gqaL 3:A4 



161- 9 MATHMAN: DECIMALS LESS^THAN .5 1569b 

Mathman plays^a video game in which he must eat only ani 
decimal fractions less than .5. ^ 

GOAL l:C GOAL 2:-0- GOAL 3:A4 Dl 

161- 10 MATifflETiMYSTERYOF THE MALTESE PIGEON-l 14081 

George calculates a batting.average. A hew client 

S^«®^?^"?w''^"*? how many people 

can view the priceless Maltese Pigeon. The 
Mathnett&rs use a map of the museuni and do 
arithmetic . 

GOAL 1:A GOAL 2:A1 B2 B3 B4 Cla GOAL 3:B1 Dl G4 

162- 1 SHOW OPEN 



1:19 



(X) 



10:18 
NET 



m 



-0- ^5550 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

162- 2 SUPERGUXi FLYING DOWN TO FREEZO 13780 

When^Superguy finds himself in Freeze^ he must 

convert his dollars to drbobs in order to get his 

y^everyVli^^^*^^* ''^^^ ^^^^ 



5:57 
STU 



GOAL l:A C GOAL 2:A1 B4 Dl Clc GSc GOAL 3:B5 D2 Bl (R) 

C3a ^ ' 



ERIC 



SQUARE ONE TV: WEEK i3 
162- 3 JOim HOSCHITA: ROBIM HOOD 17904 ^60 

John Hoschita speed-talks a summary of t5i Robin Hood STH 
story, with a living graph charting his speed? 



SOAL l:A GOAL 2:-0- GOAL 3 : F5 F6 B5 

D2 



(X) 



±62- 4 TRANSFORMER 
-0- 



18050 :io 

BUM 



GOAL l:-b- GOAL 2: -6^ GOAL 3:-0- 

162- 5 PROBLEM SONG ^qISO 

ArthTir solves the problem of how many apples he and 
another character can peel in 3 hours by using 
addition, multiplication, and division. 



(-) 



2:27 
SON 



GOAL l:A C GOAL 2:A1 B4 Cle C2a GOAL 3:B5 A3 Bl (R) 

C2C 



5:32 
GAM 



162- 6 BUT WlOiS COUNTING: 4 12114 

Contestants arrange five randomly selected digits in 

^° form a^2^digit^and a 3-digit hulber 
with the largest possible sum. The players must apply 
some knowledge of place value & probability 

GOAL 1:A C goal 2:A1 B4 B5 D1 D2 GOAL 3:A2 Dl F4 (R) 

Clb C2c 



162- 7 MATifiJET: MYSTERY OF THE MALTESE PIGE6N-2 14082 

Sn!? ^^f^Pi^fon is stolen, the Mathnetters suspect 
Noel Nile and Kaspar Stoutman. Knowing Stoutmah's 
license number, they search a DMV database to get hi^ 

GOAL l:-0- GOAL 2:A1 A2 Bl goAL 3 : F4 

63- 1 SHOW OPEN 



10:59 
NET 



-0- ^595° :46 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-d- 



: SQUARE ONE TV: V^EK 13 

■ 163- 2 CABOT & MARSIfflALLOHi I>RdM - i 15471 

Cabot and Harshmal low discuss the meaning of a 
probability of one as Marshaaliow creates a situation 
where any outcome results in a win for Cabot. 

GOAE i:C GOAL 2:A1 Bl B5 Dl CSa GOAL 3:F1 Dl 



163- 4 MATHMAN: ODD NUMBERS 15580 



163- 5 CABOT fiMARSIMALLbW: PROBABILITY - 2 15472 
Cabot^andMarshmallow discuss the meaning of a 
probability of zero after eabot tricks Marshmailow by 
playing the shell and the pea game — without the 
pea. 

GOAL 1:A C GOAL 2:A1 A3 B5 Dl Cle GOAL 3:F1 

163- 6 GHOST OF A CHANCE 11950 

S - 51'^-®^ house, a pizza delivery boy finds 
himself in several threatening situations each of 
which has a different probability of escape. 

GOAL 1:A C GOAL 2:Al A2 B5 B6 GOAL 3:Fi F3 



1:41 
STU 



(R) 
2:50 



163- 3 GREMPbb AND BLOTHO: ALIENS VISIT CHRISTY 16720 5. 

|remppd and Blotmo, the Rigelian Aliens, offer sTU 
Beverly a priceless treasure that is held in 2 of 
tneir 8 hands. Her chances of success improve because 
they give her 3 different tries to choose 1 hand! 

GOAL i:e GOAL 2:A1 A3 B5 B6 GOAL 3:F1 A3 Dl (R) • 



1:12 



Mathman plays a video game in which he must eat only ani 
odd numbers. 

GOAL l:C GOAL 2:-b- soAL 3:B3 (X) 



2:19 
STU 



4:20 
Sblf 



163- 7 (TUESDAY NOON FOOTBALL) LEAD IN 11922 ^06 

BUM 



GOAL i:-b- GOAL2:-0- GOAL 3: -0- 



(-) 



ERIC 



I 



SQUARE ONE TV: WEEK 13 



163- 8 TtJESpAy MOON FOOTBALL _ 11921 

off" thS f^^^^:^^^^ • ^ ^ill kick STO 

?^®''wM''^"5s put a variety of fair devices 
tP_ choose in which each team has a probability of 



GOAL i:A e GOAL 2:B5 Dl Clb GOAL 3:F1 A3 



She lied about her vrtiereabouts . 
GOAL 1:A GOAL 2:A1 Bl C4a GOAL 3:-0- 



164- 1 SHOW OPEN 
-0- 



GOAL 1:A C GOAL 2:-0- GOAL 3:D2 Bl 



4:50 



163- 9 TESSELLATION ANIMATION; QUILT___ _ 10750 

This animation shows geometric ihapes tessellatihg ani 

screen- The animated image transforms 
itself into a quilt with the same tessellated pattern 

GOAL 1:A B goal 2:-0- GOAL 3:G3 G6 

163^10 MATHNET: MYSTERY OF THE MALTESE PlGEON-3 14083 

When_someone steals the real Maltese Pigeon from 
Sto^t^an, Nopl Nile becomes the prime suspect - until 
of-^??''^^ In Maureen O'Reilly's alibi, meaning 

she lied ahmi*- ho*- uh»%.<..w^..^-. ' »"^«**xiiy 



(R) 
1:11 



8:19 
NET 



(R) 



15950 :46 

BUM 



4:35 
STU 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

164- 2 SPADE PARADE: MISSING MICHAEL ANGELO - I 13991 
De^ Ahgelo wants Spade Parade to recover her 
kidnapped huband. she brings him a painted message 
and manuscript as clues. lucsaage 

GOAL i:A C GOAL 2:A1 A2 A3 B3 B4 GOAL 3:F4 F5 F6 (R) 

B6 Dl Old C2C ^ ' 

C3a C3b 

164- 3 MATHEMATICS R USi ^WORDSWORTH TABLE - I 11730 ,.5>e 

Smilin'^I offers hls customers a deal oh a sf^ 
Wordsworth^machine that assigns different monetary 

^l^ters Of the alphabet. Words blcome 
worth the sum of their letters' value. 



(X) 




141 



I SQtJftRE ONE TV: WEEK 13 

■ 164- 4 SPADE PARADE: MISSING HICHAEt^ANSEEO- 2 13992 6-35 

^^P^^^®^^"'?"®"^^ Chart to PAk 
decpde Michael Angelo^s code and discovers that 
Michael had been abducted fay the art dealer. E.E 



GOAL l:-d- GOAL 2:-0- goAL 3:-0- 



GOAL l:-0- GOAL 2:-0- goaL 3 : -0- 



GOAL l:B GOAL 2:-0- GOAL 3 :G6 61 



ERIC 



164- 5 MATIffiMAfieS R US : WORDSWORTH TABLE - 2 11731 ii3 

Saii^n'Al tells his viewers how much the word paS 
'quarter' is worth. ™ 



164- 6 DANCE OF THl^GEO SHAPES: TRIANGULAR PRISM 13604 .20 
Computer graphics illustrate and highlight a ANI 
triangular prisa as it rotates in space! 

GOAL i:B GOAL 2:^0- GOAL 3:G6 Gl 

164- 7 (SUPERSPY) PAINTBOX LEAD IN I2151 

i - _ _ 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

164- 8 NElGHBORHObD SUPERSPY 12150 

A super spy sings about creating a 5ode that assigns 
a_number to each letter of the alphabet. According to 
thip code, a sequence of numbers would read as a 
word. 

GOAL l:A e GOAL 2:-0- GOAL 3:D2 Dl 

i64- 9 (SUPERSPY) PAINTBOX OUTRO 12152 

GOAL l:-o- GOAL 2:-0- GOAL 3:-0- 



(Xj 



:19 
BUM 

V') 



3:50 
SON 



(X) 



:12 
BUM 

(-) 



164-10 DANCE OF THE^GEd SHAPES: HEXAHEDRON 13605 .5n 

Computer graphics illustrate and highlight a ANI 
hexahedron as it rotates in space." 



(X) 



I SQUftiiE ONE TV: WEEK 13 

f 164-11 MAmrETtMYSTERy OF THE HftETESr 14084 7.nR 

The Mathnftt^rs use a databasi to check for names ijet 
associated with the Maltese Pigeon. They ther?alk 

?^**v? ice scttlptor and surmise that the Pigeon 
could have been an ice sculpture that melted awky 



GOAL i:A C GOAL 2 :A1 Bl B2 B3 B4 GOAL 3--0- 

C4b 



GOAL l:-0- GOAL 2:-0- GOAL 3 : -0- 



GOAL l:-0- GOAL 2.-0- GOAL 3:-0- 

165- 5 INFINITY (INFINITE REGRESS) Iggio 

zooms^in on Beverly sitting in a room with 
of'^Beverlviitlllfr^^"^"^ ^ ^^^^^ ^ Pi^t^re 

ideHri^f?ifiriegreLf°°" " '° ^^^-trate the 

GOAL l:B GOAL 2 : -0- GOAL 3:D1 G2 



ERIC 



143 



(R) 



165- 1 SHOW OPEN = « 

-d- 15950 -46 



BUM 

(-3 



2:57 



165- 2 KUBRICK'S RUBE . 152S0 

D^vri?vi^S»nt°?h»^^ incessant singing, Irving and STU 
if)[+«?^ * ?5v ^'o^P^ter a program he can never 

fi"|^^* ^^t'^Vi^^ ^' ^ ^' stop if the sum is even; 
if not go back to step two. even, 

GOAL l:A C GOAL 2:Ai A2 A3 GOAL 3:D1 D2 

I 165- 3 INFINITY (SONGJ^^^ ^q.-q 

The^song introduces the idea that there is no largest 
number.^The graphics suggest several infinite ^ 
collections to support the song. 

GOAL 1:B C GOAL 2:-0- GOAL 3:D1 Bl (X) 

165- 4 (INFINITY) NEWSROOM INTERRUPT 16620 ^10 

BUM 



(R) 



3:18 
SON 



(-) 



: :41 
ANI 



(X) 



GOAL 1:A C SbAL 2:A1 B3 B4 Dl C2a GOAL 3:B3 Bl 

C2c 



GOAL l:B GOAL 2:-0- GOAL 3:G6 G7 

165-10 INFI|ITY RIIPRISE: 1 16231 

GOAL l:-9- GOAL 2:-0- GOAL 3:-0- 



165-11 BLAeKSfONE: HEADS OR TAILS 15535 

t^«?f-*«?^?n^5?°^^*i,^"r°®^-°^'^^ P*i" Of coins from 
n-?Jl^ V ^O^i^f?' Blackstone, uses the principle of 

?= hHh ° "''f^ff^^y determine whether a covered coin 
IB neaas or tails i 

GOAL l:-0- GOAL 2:-0- GOAL 3:B3 



ERIC 



H4 



:35 



^ SQUARE ONE TV: WEEK 13 

P 165- 6 ODD AND EVEN HANDS 13590 

Two hands stick out different nuiabers of fingers, and stu 
a voice calls out Odd or Even. 

GOAL lie GOAL 2:-0- GOAL 3:B3 (X) 

165- 7 ODD PAIR „ il€6b 40 

Felicia tells Oscarina that adding two odd numbers sttt 
always results in an even number, an odd and an even 
always equals an odd, and adding 2 evens results in 
an even nvimber. 



(R) 



165- 8 MOEBltJS^TRIP BEVERLY 16820 4 T-h 

Beverly demonstrates how to make a moebius strip, a STU 
strip of paper with only one side. 

GOAL l:B C GOAL 2:-0- GOAL 3:G6 G7 

165- 9 MOEBIUS TRIP 



(X) 

10700 :49 



This animation uses an autdmcjbile trip to illustrate ant 
the one-sidedness of the moebius strip. ^"^^^^ate ani 



(-) 



2:54 
STU 



(X) 



SQUARE (DNE TV: weEK 13 

165-12 MftTHHETipSTERY OF THE MALTESE .PISEDN-5 14085 007 

Thinking logically and mathematically, the nJ-t 
Mathnetters determine that Bridget stole the bird 
from Gutman - and they trap her into a confession. 



GOAL 1:A GOAL 2:A1 Bl GOAL 3:-b- 



Mi 



SQUARE ONE TV: WEEK 

1 SHOW^OPEN 15950 

GOAL l:-0- sOAt 2:-0- SOAL 3:-0- 

2 HUNDRED SQUA^: COMMON MULTIPLE 8-12 14136 

This animation takes a nuniber chart through lOO 

highlights the muitipleii of 8, then highlights the 

^I^^Si^^ finally highlightl thi multiples 

that they have in dommbh. ^-^f-L^a 

GOAL 1:B goal 2:-0- gOAL 5 : B2 D2 

3 MULTIPLE PIZZAS- - iOlTl 

enough i^slice pizzas so 
tnat his 12 guests can each have the same number of 

buying 12 pizzas, he sees that 3 
pizzas (24 slices) will give each guest 2. 

GOAL 1:A C GOAL 2:Ai B4 Dl D4 ClC GOAL 3:B2 A3 

4 HUNDRED SQUARE: -COMMON MULTIPLE 8-12 14136 

This^ animation takes a number chart through 100, 
S^f^^l?^^ 8, then highlights the 

^"'^ finally highlights thi multiples 
that they have in common. 

GOAL l:B GOAL 2:-0- GOAL 3:B2 D2 

5 X..,IT'S THE SIGN OF THE TIMES 13580 

The cast gives a Hispanic flavor to this song about 
the multip.i ication symbol. 

GOAL 1:A C GOAL 2: -0- G0AL3:B1 



5 EB: ^FACTOR TREE 320- 17060 

fnn^sJ?2''f^*"^"?^^°c "^^^ ^ to break dm, 
300 into its prime factors. 

GOAL l:e GOAL 2:-0. GOAL 3:B2 Bl 
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SQUKRE ONE TV: WEEK 14 
^ 166- 7 FACTOR TREE 12350 

A_ customer Visits the tree nursery of Br. Pete Moss STU^^ 
who sells^' factor trees • , These trees illustrate the 
prime factor breakdown Of different numbers. 



SOAt 1:B goal 2:-0- gqal 3:B2 B1 



166- 8 BUT WHO'S MULTIPLYING: ^9^^ _ . 16868 

Two contestants attempt^ to cover three hvmbers in a 
row^by selecting factors of these numbers from the 
Factor Board and calling out the resultant products. 

GOAL l:A C GOAL 2:A1 B4 B6 Gib Clc GOAL 3:B1 B2 Dl 

C2C P4 



GOAL l:A C GOAL 2:A1 B3 GOAL 3:F4 



167- 1 SHOW OPEN 
-0- 



ERIC 



147 



(X) 



3:46 
GAM 



(R) 



:57 



166- 9 MATl^Nt MULTIPLES OF 6 15680 

multiple^ 0f%? ''^^ '^"^ ^^^^^ "'"^^ ANI 
GOAL l:c GOAL 2:-0- GOAL 3:B2 (X) 

166-10 MATHNET: PROBLEM OF THE TROJAN HAMBURG-1 11041 ...^ 

Tfae^athnetters use a database to locate th^ net 
kidnapped^Hans Ballpeen's abandoned car. They also 
investigate a gigantic hamburger made of wood 



15950 ;46 

BUM 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 

167- 2 MATHWOMAN AND THE BOY^NUMBER - 1 13831 

^en Robert^ the Boy Number, knocks bvei- the Math 

fo«t°S^*^sl®^s"'* Mathwoman must figure out how many 9 
foot boards they must buy from Fred, if they need 5 
three foot boards and 4 five foot boards; 

GOAL i:A C GOAL 2:A1 A2 B3 B4 B6 GOAL 3:02 Bi B2 fR) 

Dl D2 Cla ^ ' 



5:14 
STU 



SQUARE ONE TV: WEEK 14 

3 EB:^NUMBES PATTERN 37 (VERSION ij 17195 

This sfiort animation illustrates a number pattern 
involving multiples of 3 and multiples of 37 . 



GOAL 1:C GOAL 2:-6- 



GOAL 3:D2 



4 PERSON ON THE STREET: TESSELLATIONS 13066 

The Person on the street Interviewer asfes several 
people if they can define what tessellations are 



GOAL i:e GOAL 2:-0- 



GOAL 3:G3 



5 TESSELLATIONS 15810 

A boppy beach tune illustrates the concept of 

as surf ers cover their boards and the 
beach with repeating geometric shapes. 

GOAL l:B GOAL 2:-0- SOAL 3:G3 G6 

6 MATHWOMAN^ANb THE BOY NUMBER - 2^^ 13532 

Using the Ma thcnmputer, Mathwoman and Robert 
successfully dc .ermine^ how many 9 foot boards they 

^??>,^°^^!^ ? three foot boards and 4 five foot 
boards with minimal amounts of waste. 

GOAL l:-0- SOAL 2:-0- go^L 3:-0- 

7 EB: NUMBER^ PATTERN 37 (VERSION 2^ 17200 

This shprt animation illustrates a number pattern 
involving multiples of 3 and multiples of ff^''®''" 



GOAL 1:C GOAL 2:-0- 



GOAL 3:b2 



8 (BLACKSTONE) LEAD-IN & TAG I554O 

GOAL i:-0- GOAL 2:-0- qqAL 3:-0- 

9 BLACKSTONE: TONTAL SPELLER 13442 

Blapkstdne asfes.the cast to choose an object oh the 

GOAL i:-0- GOAL 2:-0- GOAL 3:D2 
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- SQUARE ONE TV: week 14 

" 167-10 Vb: HOW MUCH LEFT 17295 

GOAL l:-0- GOAL 2:-b- GOAL 3:-b- 



166 
BUM 



167-11 MATHNETi PROBLEM OF THE TROJAK HAMBURG-2 11042 10-55 

TBe_Mathnetters calculate how much a 7x7x4 ft oak 
hamburger box would weigh. They^ return to the scene 
more quickly than expected^ when Orson Kane discovers 
that someone has stolen the Despair Diamond. 



GOAL l:A GOAL 2:Ai A2 Bl B2 B3 GOAL 3:C2 Bl C3 

B4 Clb C2c C4a 



(R) 



168- 1 SHOW^OPEN ^5950 



GOAL l:-0- GOAL 2:-D- GOAL 3:^0- 



GOAL l:-0- GOAL 2:-0- GOAL 3: A3 01 



O 149 

ERIC 



BUM 
(-) 



168- 2 MATHEMATICS; R USi^FRACTlbN REDUCER 13530 3.54 

smilin' Al off ers^hls customers a Fraction Reducer, a STU 
machine that automatically reduces fractions. 
Customers also receive a math scale to ensure that 
the original and reduced fraction balance. 



(X) 
1:24 



168- 3 MATHMAN: EQUIVALENT FRACTIONS (1/3) 15656 i- 

Mathmah plays a video game in which he must eat only ani 

fractions equivalent to 1/3 . i ~ j. 

SOAL i:e GOAL 2:-0- GoAL 3:A3 (X) 

168- 4 SLOPPY: KITCHEN COIfflEReiAL^^^ I45SQ 2-45 

Sloppy^ Poppy demonstrates the Handy Dandy Cake Presi, STU 
a kitchen device that rearranges pieces of cake. The 
tool also illustrates that 3/15 is equivalent to 1/5. 

GOAL 1:A C GOAL 2: -0- GOAL3:A3 (X) 

168- 5 VOr^HAS GONE BY ' .^^ 

BUM 

GOAL l:-0- GOAL 2:-b- GOAL 3:-b- (^) 



SQUARE ONE TV: WEEK 14 
168- 6 STieK SQUAi^S - 2 13952 

ft! ispn Smith deaonstrates toothpick square tricJcs to 
the viewing audience. trtexs to 

GOAL 1:C GOAL 2:A1 B4 oi D2 Cle GOAL 3:G6 

C4a 

168- 7 AeTl0N_Af THE FRACTION BAR : . _ 13250 

This music video takes place at the futuristic 

fi^ f uses vocabulary words associated 
with fractions. It also mentions the relation 
between fractions, decimals, and percents. 

GOAL l:-0- GOAL 2:-0- GOAL 3: A3 A4 A5 

168- 8 BUT WHO'S ADDING: 4 lgg3^3 

Two contestants attempt to cover three numbers in a 
row by selecting addends of those numbers from the 
Addend board and calling out the resultant sum. 

GOAL l:A C GOAL 2:Ai B4 B6 Clb Clc GOAL 3:Bi bi 

C2c 

168- 9 EB: OVERLAPPING SQUARES 17180 

This short animation demonstrates the different sized 
squares found in a 4 x 4 array of square blocks. 

GOAL 1:B C GOAL 2:-0- GOAL 3:04 G6 

168-10 CABOT & MARSIOIALLOWi mkT DAY IS IT? 14720 

Marshmallbw has^a Days bf The Week candy bar. it is 
divided into 7 pieces, each corresponding to a 
different day of the week. He can tell what day it 
is by how many sevenths bf the bar remain. 

GOAL l:C GOAL 2:-0- GOAL 3: A3 Si 

168-11 MATHNET:PROBLEHOF^raE TROJAN HAMBURG^3 11043 

Continuing^to recover the Diamond, the Mathnetters 
StiS^ **u^?? * carat weighs. They discover a 

piece of ballon canvas on the scene and discuss how 
far £ helium ballon could travel. . 

GOAL l:A GOAL 2:Ai Bl B2 B3 34 GOAL 3:Bi CI C3 

C3a C4a C4b 
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I 



SQUARE ONE TV: WEEK i4 

169- i SHOW OPEN irqka 

-0- 15950 .:__:46 



GOAL l:-0- GOAL 2:-0- GOAL 3 : -0- 

169- 2 ANGIi^DANCE ^ ^ ^q^q^ 

The rock group Plane Geometry sings a song about 
angles and uses body movement to illustrate aholes 
as well. angies, 

GOAL 1:A C GOAL 2:-b- GOAL 3:G6 

169- 3 HOW DOES YOUR GARDEN GROW? _ 11060 

When^ Arthur^ needs : to buy grass seed f6r his lawn» the 
clerk^caiculates the area of his yard. When he t4lls 
her he wants to plant a hedge around the yard, she 
sees they need to figure the perimeter. 

GOAL 1:A GOAL 2:Ai B3 B4 Dl Cla GOAL 3:02 G4 

e4a 

169- 4 BURGER PATTERN- - 12140 
The Fat Boys use hamburgers to illustrate a 
triangular number pattern. 



BUM 



2:23 
SON 



4:40 

STU 



3:16 
SON 



GOAL 1:A GOAL 2:A1 B4 Dl Gib C3a GOAL 3:D2 Di Bi 

169- 5 MCMATH 



(R) 

12190 7:06 



The wxtch sisters ask McMath to tell them the largest STU 
dimensions possible for a rectangular garden 
surrounded by 48 feet of fence. He learns that a 
square will give him the largest area. 

GOAL 1:A C goal 2:A1 A2 B4 B6 Cla GOAL 3:C2 G6 Bi (R) 

e3a ^ ' 



169- 6 MATIfflAN: EVEN NUMBERS 15590 



GOAL i:C GOAL 2:-0- ^ GOAL 3:B3 (X) 



:58 
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ERIC 



SQUARE ONE TV: WEEK i4 

7 EB: PRIHE eOW Ml3 17160 

This Short animation illustrates the concept of prime ANI 
numbers — using 13 cows. 

GOAL l:-0- GOAL 2:-d- (SOAL 3:B2 G6 

8 MATffi?ET:PROBLEH_^0F_ra& fRb^ 11044 

Hahs^Ballpeen^returns and tells the Hathhetters that 
his kidnappers forced him to cut the diamond into 7 
pieces. /They hypothesize that the burglar got in the 
house via burger and out via ballon. 

GOAL l:-0- GOAL 2:A1 Bl GOAL 3:^0- (R) 



i SHOW OPEN 
-0- 



GOAL l:-o- GOAL 2:-0- GOAL 3:-0- 



GOAL l:A C GOAL 2:Al A2 Bl B3 B4 GOAL 3:B3 B2 

Dl Clb C2a C2C 
C3b C3C 



8: 
NET 



15950 :4 

BUM 



2 SPABE PARADEi FOUL BALL -1 13221 35 

Whena^baseball flies through Spade Parade's window, STU 
it contains cryptic clUes to a baseball scandal and 



3 PERCENTS- 15380 2- 

This glitzy song expresses the relations among soN^ 
percents, fractions, and decimals. 

GOAL ISA C GOAL 2:-0- GOAL 3:A5 A3 A4 (X) 

4 SPADE PARADEl_FOUE BALL - 2 13222 4.4 

Parade^uses his knowledge of mathematics to break the PAR 

code written on the baseball and discover the 

evil-doers. 



GOAL l:-0- GOAL 2:-0- GOAL - 3- 

5 VO: HOW HUGH LEFT , 17293 

GOAL l:-0- GOAL 2:-0- gqAL 3:^0- 



^ :06 
BUM 

(-) 
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SQUARE ONE TV: WEEK i4 

170- 6 HftREY'S HASBURGER HAVEN: 14240 

As the characters attempt to shoot a commerciai for 
Harry's Hamburger Haven, they note the equivalence of 
decimal, fraction, and percent. 



COAL 1:C GOAE 2:-b- GOAL 



GOAL l:-0- GOAL 2:Ai Bl 32 C4b GOAL 3:-d- 



2:27 
STU 



3:A4 A5 A3 (xj 
12:08 



170- 7 MATimET:PROBIpi^bF THE TROJAN HAHBUR6-5 11045 12 • 

When a^half cup of coffee suddenly becoies full, the nIt 
Mathnetters know that a solid must have displac4d the 
coffee. They recognize that Hans dropped the diamond 
in the cup and caused the liquid to rise 



(R) 



ERIC 
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I SQUARE ONE TV: WEEK 15 

171- 1 SHOW OPEN ,593^ 

BUH 



SOAL i:-0- GOAL 2:^0- qoAL 3:^0- 



(-) 



171- 2 bbPSl RULER __ 16780 l-ll 

A cpnfusea^ Character causes a great accident when he STU 
fails to line up his ruler properly. 

GOAL l:A GOAL 2:A1 A2 B3 Dl GOAL 3:02 (R) 

i71- 3 MATHEHATie, R US: IffiTER TAPE IffiASURE 15880 3-17 

giiin'Al offers his customers a Perimeter Measuring sTU 
Evaluator that will accurately measure the perimetS 
of any shape up to one meter in length. 



GOAL 1:A C GOAL 2:-0- GOAL 3:02 01 G6 



171- 4 METRIC ELECTRIC LOVER 12730 3 20 

5.5S*^ sings a song about the soN 

different vocabulary Used in the Metric and English 
measurement system. ^^^yiisn 

GOAL l:C GOAL2:-0- GOAL 3:01 (x) 

171- 5 SYI^TRY PATTERNS 12850 i n 

This animation takes a shape , repeats it a«; 
symmetrically, and continues to repeat each new 
design symmetrically - until the final design is 
sophisticated, and symmetrical. 

GOAL 1:B goal 2:-0- GOAL 3:G2 G5 (X) 

171- 6 COUNTING THE HOUS^ 3_2bbb 

Donna Whb^ interviews a fi,..mdus theater usher who once STU 
miscounted^seats in the theater. Two people had to 

Because they each counted the 
middle section, the total was off. 



GOAL l:A C GOAL 2:Ai A2 A3 B4 Clb GOAL 3:04 Bl 



C4a 
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ERIC 



SQUARE ONE TV: WEEK 

- 7 BUT WHO* S ADDING: 7 ^ Igg.g 

g°nte9tants^ attempt to cover three numbers ih a 
faLnf addends of these numbers from the 

Addend Board and calling but the resultant sum. 

GOAL l:A e . GOAL 2:A1 B4 B6 Gib Clc GOAL 3:Bi Dl 

C2c 

- 8 MAT^T:TRIAL OF GEORGE FHANKLY-1 iiesl 

The Mathnetters use a computer to aceeaa 

bank records j in a futile attempt ^riibvl gat he 

did not deposit the money he had'^allegllly stolen!^ 

GOAL 1 : -0- GOAL 2 : Al B3 GOAL 3 : -0- 



1 SHOW OPEN 
-0- 



15950 

GOAL l:-d- GOAL2:-0- GOAL3:-0. 



2 MAT^Ni FACTORS OF 18 1557Q 

Mathman plays a video game in which he must eat all 
numbers that are factors of 18. 

GOAL l:C GOAL 2:^0- gQAL 3:B2 

3 HARRY fi EIH0 loaoa 

Harry and Elmo, must count but 360 cubes and but th«S 
an crates. They keep losing count. They ?Ssiizl Ifil? 
because each crate holds 24 cubes thev bin flllT«^ 
and multiply the number of crateS x 24^ 

SOAL 1:A C GOAL 2:A1 A3 B4 Dl C2c GOAL 3:C2 Bl 

C3a C4a C4b 

4 THINK ABOUT rai PROBLEM _ ,fiQQo 

This song offers advice tb i boy who is cohls^-s 

SS'i^'J* ^° »usic%ideo°2SiIles 
lnlfe^|?l'^°» * l°°^ing at it from 

SOAL 1:A C goal 2:A1 A2 B3 Cle C4a GOAL 3:D1 
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SgUARE ONE TV: WEEK 15 

172- 5 BERT AND ERNIE iSbe 14190 

Bert arid Ernie learn that the cost of a puppy iust 
begins with the initial p.^rchase. 

GOAL 1:C GOAL 2:A1 B2 B3 B4 E)2 GOAL 3:B4 B2 

035 



j2:34 
STU 



172- 6 (B S^E DOG) NEWSROOM INTERRUPT: 25 14191 

GOAL i:-d- GOAL 2:-0- SOAL 3:-0- 



172- 9 BLACkSTONE: MIR&SKILL^eANDIES I555O 

Blackstbhe has an even number of candies, I/2 red 
1/2 green. /The spectator places thes candy,^ 2 at a' 
time, in piles according to color* Blackstone 
predicts that there will be 2 fewer candies in 1 pile 

GOAL l:-0- GOAL 2:-0- GOAL 3:B3 A2 

172-10 PLANT A SPOON -1 ^^^^^ ^ ^ 13841 

This cdminercial offers a Plant-A^Spbbn seed kit that 
contains seeds which sprout spoons of 2 different 
colors. Planting 3 seeds guarantees a matching pair. 

GOAL i:A e GOAL 2:-0- GOAL 3:D2 



:08 
BUH 



172- 7 POS VS. NEG JOUSTS? TWO ON ONE^^^ 15292 ^33 

When six "negative" elay-matibh creatures attack ani 
three "positive" clay creatures, three "negative" 
creatures remain. 

GOAL l:A GOAL 2:-0- GOAL 3:A6 Bl 

172- 8 (BLAOKSTONE) LEAD-IN & TAG I554O 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



(X? 



;09 
BUM 

(-) 



3:03 
STU 



(X) 



1:42 
ANI 



(X) 



ERIC 
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I SQUAJiE ONE TV: WEEK 15 

172-11 MAT^Ef -TRIAL OF GEORGE FRA^ ii022 8^59 

^® George's name, the ne* 

Mathnetterp compute mileage according tl an O(iom4tli 
and estimate distance using rate and time. 



GOAL l:A GOAL 2:A1 Bl B2 B3 B4 GOAL 3:B4 B5 C2 

Cla C4a C4b 



173- 1 SHOW OPEN 
-0- 



15950 146 

BUM 



GOAL l:-C- GOAL 2:-0- GOAL 3:^0- 



Parade^hears her story (told via flashback) , 'he can 
identify the unsuccessful thief. 

GOAL i:A C GOAL 2:A1 A2 A3 Bi B3 GOAL 3:F6 

Bl eic e2c C3a 

esc 



numbers — using 7 cows. 
GOAL i:-0- GOAL 2:-0- GOAL 3:B2 G6 



(-) 



173- 2 SPADE PARADE^ DES 80|NES DOCK - 1 12361 §-20 

?ST^H^?!J''®;** ^^°-^?^^® because someone has STU 

tried to steal her priceless Oes Hoihes Duck. After 



(R) 



173- 3 EB: PRIHE cow #7 171^0 

nu*L'«°^ °°"«Pt of prime anI'' 



(-) 



173- 4 SPADE PARADE: DES HOIHES DUCK - 2 1236^ 3.40 

Spade Parade creates a chart that identifies yhich pap 
guests were wearing crloyes and carrying luggage. By 
orgainizing his information, he can successfully 



finger the thief. 

GOAL i:-6- GOAL 2:-0- GOAL 3:-0- 

173- 5 SALE, THE 

Slllr^'drefs^i? '"^ ^ 
GOAL l:A C GOAL 2:A1 A2 B4 e2c GOAL 3:A5 Bl A3 



1406D 1:09 



(R) 
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o 

ERIC 



SQUARE ONE TV: WEEK i5 



I 173- 6 (8% OF MY LOVE) liftB IN 13.481 .34 

BUM 



GOftt i..-0- GOAL 2: -6^ GOAL 3:-0- 

173- 7 EIGHT PERCENT OF MY io^ il480 

Cris^uses^piBrcentages to sing about the various ways 
his love^is divided. As Oris mentions a percehtagef a 
dru^er displays the corresponding wedge of a pie 

GOAL l:A C GOAL 2:-0- SOAL 3:A5 F6 



GOAL l:A C GOAL 2:Ai A2 A3 B4 36 GOAL 3:B3 

Dl b4 Clc C3a 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



173-10 MATHNETrTRIAL OF GEORGE FRANKLY- 3 11023 

The Mathhetters^sfmrch a database for all the peopi* 
George haa^arrestcid. They cannot find two who borke 
into a bank's computer system and manipulated the 
decimal points of their account balances. 



GOAL l:A C GOAL 2:A1 Bl B3 B4 GOAL 3:F4 A2 

174- 1 SHOW OPEN 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



2:47 
SON 



i73- 8 SINBAD_AND-THE flrtlNTY COINS _ 14930 ^ -Hn 

the priceless Thingama jig, sihbad STU 
must determine how many dimes and nickels the genie 
has if she has $1.20 in change. 



173- 9 (SINBAD) NEWSROOM INTERRUPT: 28 I493I .^g 



BUM 



9:24 
NET 



(R) 



_0- 15950 :46 

BUM 



I') 
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SQUARE ONE TV: WEEK 

- 2 VERY_NICE i4SSe 

iii? probleS involves splitting up paiis of 

milk among 3 fanners so that each farmer carries the 
same amount of ii^id and number of pails! 

GOAL l:A e GOAL 2:A1 Bl B4 B6 Di GOAL 3:A3 Bl 

D3 eie C2c 

- 3 GROASING WALL III/CEL 1187^ 

Freddy Kohler and the cast tell each other Middles 
that have a mathematical theme. riaaies 

GOAL l:-0- GOAL 2:-0- SOAL 3:-0- 

4 EBrPERPENDleULAR LINES 163 00 

This short animation illustrates the difference 
between parallel and perpendicular lines. 

GOAL i:B GOAL 2:-e- gqAL 3:G6 

5 PERPENDICULAR LINES 1412 0 

This rocjc Video, colorized with computer graphics 

GOAL 1:A C goal 2:-0- 50AL 3:G6 

6 SROANiHG WALL III/CEL 118-,^ 

Freddy Kohler and the cast tell each other liddle<i 
that have a mathematical theme. riuaies 

GOAL l:-0^ GOAL 2:-0-- gqal 3:-0- 

7 CAT^ BIRD, KIBBLE - 1 16501 

|n this animation;, a girl iust solve the problem of 
iM^ "^^ her bird, cat, and bird seed^ff an 

nor th; bf ^f"^ ^ff^ ^ith the bird 

nor the bird alone with the seed. 

GOAL l:ft C GOAL 2:A1 Bl B5 Di Cle GOAL 3:E3 

C2c e4b 



159 



I SQUARE ONE TV: WEEK 15 

' 174- 8 JOHN MOSCHITA: PETER^PiPiR S, F 17963 

gphn Hdschita does 3 different versions of the "Peter 
i^®^".?f"^® ^^^^^^'^ - Slow, medium, and fast. A 

graph illustrates the different rates as well. 

GOAL i:A GOAL 2:-0- GOAL 3:F5 F6 B5 

D2 

174- 9 CAT, BIRD, KIBBLE - 2 16502 

In this continuatibn^of the animation, the ybuhg airl 
successfuilyjolves the problem of getting the cat, 
bird, and kibble to the island— - without the cat 
eating the bird or the bird eating the seed. 

GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



174-10 GROANING WALL III/CEL ; 11373 

Freddy Kohler and the east tell each other 'riddles 
that have a mathematical theme. 

GOAL 1:^0- GOAL 2:-0- GOAL 3:-0- 



I 174-11 TRANSFORMER 
-0- 



GOAL l:-0- GOAL 2:^0- GOAL 3:-0- 

174- 12 MATHNET: TRIAL OF GEORGE FRANKLY-4 11024 

fil°t=who allegedly, flew George of f the island to 
?S Jbe^bank^uses_arithmetic to prove that George had 
the time to commit the crime. Huch to George's 
surprise, the pilor also identifies him. 

GOAL 1:A GOAL 2:A1 SI B2 B3 B4 GOAL 3:B1 

175- 1 SHbVf OPEN 



GO-b l:-0- GOAL 2:-0^ qqAL 3:-0- 



:lo 

STU 



(X) 



lj42 
PAR 



2:51 



(X) 



18050 :io 

BUM 



13:26 
NET 



(R) 



15950 :46 

BUM 



(-) 



160 

o 

ERIC 



ii 



SQUARE ONE TV: WEEK 15 



175- 2 HOLD IT NOBODY EST - i J228i 

Tl"^®''^ a slice 6f pizza and STU 

Arthui ordershalf a pie, Cris cuts the pie in 
eighths. Since he has a slice left over, he returns 
the pte to have it recut* 



GOAL 1:A C GOAL 2:B4 Di GOAL 3: A3 



GOAL l:A C GOAL 2:A1 B4 Cle GOAL 3:B1 



GOAL l:-0- GOAL 2:-0- GOAL 3:-0- 



GOAL l:B GOAL 2 : -0- GOAL 3:D2 B2 



ERIC 



2:30 



(R) 



175- 3 FIVE-NINETEEN BLUES^^^ 3_gj7e . 

This song shows that you can round off a lot of tap 
numbers but not the time the ^.raih leaves. 

GOAL i:A - GOAL 2:-0- GOAL 3:34 (X) 

175- 4 HOLD IT '^OB w 12282 1-05 

fJ^L'^*' ^"^ Pi2za cut in sixths - a slice for par 

three ,,ar3 and half a pie for Arthur - but 

SSn^^""? ii< ' """^^ ^'^^^ arrives ans 

GOAL l:-e- GOAL 2:-0- GOAL 3:-0- (-) 

175- 5 DROPPED COIN , ^q.- - 

A^boy^and a girl use subtraction to figure out how laf^"* 
much money^the boy dropped down a street grate, if he 
started with $1.69 and now has $1.44. 



175- 6 HOLD IT NOBODY EAT - 3 12283 

Cris^returns yet again with a pizza cut in eighths - par 
a^slice for four cast members and half a pillbr 

arrives? ^""^ ^'^^^ ^^^^ ^° 



:4b 



175- 7 EB:^NpBER,^TTERN SQUARE NUHBERS 17220 

This _ short animation illustrates a number pattern ani 
involving square numbers: square numbers are the sum 
Of consecutive odd numbers starting with 1. 



:2b 



(-) 



SQUARE ONE TV: WEEK 15 
175- 8 ARl«TO"lSl5AMiN: SQU&Rlse H ^^^^^^ 

hS^^^ f complicated caicuiatiohs in 

^nS 5«??-,Se demonstrates Short-cuts for sijuaring 2 
and 3-digit numbers to a group of children; ^ 

GOAti:AB g6aL2:-0- G0AL3:B1A1 {xj 

175- 9 eOUflfiN* OUT THE RHYTfflf ^rA-yr^ 
This song, staged in a very urban setting" 
»e«»^^*^K ^^'^^^^^ * beats to evlry musical 
a«hl?;i^+«*'^-^°S' stresses the idea of 

subdividing each measure into 8 and 16 beats as well. 

GOA£ l:-0- GOAL 2:-0- ^OAL 3:D2 Bi (X) 

ieaf^^'Jhl dibits 3,5,6,and 9, a elerk'must sM" 
Iter^os^^Sd^^^llleil!^'"'^ ^^^^^ ^^^^ ^ of 



GOAL 1:A e GOAL 2:A1 A2 A3 B4 B6 GOAL 3:A2 Bl 

Dl Cle C2a 



GOAL l:A B GOAL 2:A1 Bl B2 B3 B4 GOAL 3:B5 

Cla Cle C4a C4b 



175-11 MATIfflET: TRIAL OF GEORGE FRAMKLY-S 1105= 

Kate_proves that George could not possibly hive left 
the island and committed the crime because weather 
conditions would not have allowed the plane to 
maintain its usual speed. i'J-ane to 



9:30 



(R) 
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